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Regulars 

6 In your Cl 

We're back to one CD this month, but it's crammed with 
demos for you to enjoy 

12 Front Lines 

News is breaking all the time in the world of PC gaming, 
we round-up all the relevant stuff for your perusal 

26 On the Drawing Board 

Eidos' strong summer '98 line-up comes under scrutiny on 
this month's Drawing Board 

28 First Sightings 

28 Battlezone — Could this be the game to redefine the 

real-time strategy genre? 

30 Monocracy — Grolier are heading into space with this 
combat flight sim 

31 Jack Nicklaus 5 — Golf games are in abundance on the 

PC, will Jack Nicklaus 5 prove itself amongst the competition? 

38 Previews 

Reviews have taken over the magazine this month, but we've 
still got previews of NBA Live '98 and Deathtrap Dungeon 

46 Showcases 

Wing Commander Prophecy and Warhammer both get the 
Showcase treatment 

57 Reviews 

With Christmas upon of us, we've packed over 30 full 
reviews into the issue - more than ever before! 

124 Budget Reviews 

A three page value for money guide to the best buys 
amongst this month's budget releases 

128 Digital Entertainment 

A reviews round-up of a small selection of multimedia 
titles, including World Mythology and Globetrotter 

134 Wired earning 

We check out the Internet Gaming Zone and review Jedi 
Knight's multi-player mode 

138 Cyberspace 

We scour the Net to find some of the most interesting and 
informative Websites 

142 Subscriptions 

The UPC subscription offer continues, with readers able to 
get 12 issues for the price of nine! 

146 PenDltimate 

Letters continue to stream in - find out what most of them 
have been saying here 

14S Tips Intro 

150 Worms 2 — An essential guide to survival 
152 Postal — Tips on how to complete the game 
156 Mini Tips — All the best cheats available 

161 Back Issues 

If you want a copy of one of the first three issues, order it 
from here 

162 Next Month 

Next month's issue promises to be even bigger and better! 



The charismatic star of this year’s biggest 
PlayStation hit explodes on to our screens, but will 
he win over the PC gaming fraternity? 
We find out in an exclnsive review 
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Utilities 

More and more Windows 
'95 games now require 
DirectX, which is why 
we've stuck a version on 
the CD for anyone who 
hasn't already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the 
on-screen instructions. 
There - couldn't be easier! 


CD Helpline 

The Ultimate CD is 
thoroughly tested for any 
faults and is in full 
working order before it is 
distributed. However, 
should you have any 
problems of any kind, you 
can ring our special 
Ultimate PC helpline 
between the hours of 
3pm and 6pm. The 
number to ring is: 

01425 674446 


Men in Black 

Publisher: Gremlin Release: December Platform: Windows 95 Controls: Keyboard 


Det another amazing demo on your cover CD. Blimey, we are good 
to you! Reviewed in last month's issue, if you enjoyed the film, then 
you'll simply love Men in Block the game. It is of course the game 
taken from the smash hit flick, starring Will Smith and Tommy Lee 

Jones. In this playable demo 
you take on the role of James 
Edwards (Will) who starts off 
(without his famous black 
suit) in New York. 

From the demo you can get a good taster of 
what to expect from the full version - including the 
amazing graphics and gripping gameplay - in the 
demo you even get a chance to make use of your 
first gun and close combat skills. I won't give away 

what the object 
of the demo is 
because that 
would spoil it - 


but it's a lot of 
fun. Full instructions on all the moves can either 
be found in-game in the readme file, which can 
be accessed after you have installed the demo, 
or via one of the in-game option screens. 


f 


itwjna 


This month we have another packed CD tor your enjoyment, 
which includes demos of Tomb Raider II and Deathtrap Dungeon. 


disc Four 


pn lucn 


Requirements 

The Ultimate CD is 
optimised for machines 
with the following 
specifications: P75, 
Windows '95, 16 bit 
display, 16 MB RAM, 
sound card. 


Tomb Raider II 

Publisher: Eidas Release: Out Now! Platform: Windows 95 Controls: Mouse & Keyboard 

Uhances are you've been dying to get your hands on the lovely 
Lara Croft again. Well, here's your chance, with this fully playable 
demo of Tomb Raider II. It gives those with speedy machines 
(preferably with a 3D graphics card) the chance to try out Core 
Design's stunning new sequel. See how Croft's moves have been 
vastly improved over the first hugely successful game: draw out 
your weapons for combat against 
enemies, see how she can climb 
walls and delve underwater to watch as 
the perfect breast stroke is performed! 
If you can divert your eyes away from 
the character's figure for just a second, 
then it's worth noticing the vastly 
improved visuals as well as the 
artificial intelligence from her 
opponents. It's a game not to be 
missed - so be sure to check out 
the review in this very issue. Oh 
Lara! If you don't have a high- 
spec machine, then we would 
advise that you put the display 
settings at 640 x 480 when you 
set the game up. 
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How to Use the Ultimate CD 


This month the Ultimate CD has gone through something of a re-design, but 
the emphasis is still on ease of use. From the main menu screen you'll see a 
list of demos on the left-hand side. To view each one, simply click on the name 
of the game you require, and then click on the Install option at the bottom of 
the screen to install it. 

If you do have any trouble with the CD, please call the helpline number given 
at the bottom of page six. 
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Publisher: Microsoft Release: Out Now! Platform: Windows 85 Controls: Mouse 


ftlf you prefer to take a more strategic approach to PC gaming, then why not 
try out our playable demo of Microsoft's Close Combat 2: A Bridge Too Far ? This 
WW II combat game puts you into the thick of the action and our demo will 
give you a good idea of what to expect from the full version. Fortunately it 
doesn't require a 3D graphics card, so most users will be able to experience the 
game which, when we put it to the test back in issue two, received a pretty 
good score. 

Although Close Combat 2 is a highly strategic game, the demo is easy to 
play and if you'd prefer to dive into the action, rather than reading the detailed 
readme file, this can easily be done thanks to on-screen help, which will take 
you through the steps involved in beating the opponents. We think it's a corker 
of a game and hopefully you'll agree after putting the demo to the test. 


Grand Theft Auto 

Publisher: BMC Release: Out Now! Platform: Windows 95 Controls: Keyboard 



Uhere's been quite a bit of controversy concerning BMG's extremely violent bird's eye-view 
action game. Players take control of a madman who's out to cause havoc in the city. This means 
stealing the local transport in order to perform different offensive jobs, be it a bank robbery 
or blowing up the local cop station - whatever takes your fancy. Guess what? Yes, we've got a 
fully playable demo for you to try out. There's plenty to do in the demo: shoot down the 
local bystanders, cause pile-ups, run people over, make them scream, force them out of their 
cars, drive at top speeds around the city - you name it, it's all here. Fortunately no 3D graphics 

card is required, so most users will be able to enjoy the 
Grand Theft Auto experience. It's been reviewed this 
issue and after playing our demo, we're sure you'll agree 
that it's an excellent title to add to your games collection. 
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Directory Screen 

After booting up the Ultimate CD, you'll be faced with a split screen. On the 
left-hand side you'll find a list of all the demos on the CD. Highlighting 
and then clicking on each title will bring up a screen on the right-hand 
side, containing an image of the game and any readme.txt that accompanies 
it. An install option will also appear in the bottom left corner of the screen 
- press this and you're off! 

To exit the Ultimate CD, simply click on the Exit option at the bottom 
of the screen. 



TUrok 

Publisher: Acclaim Release: December Platform: Windows 95 Controls: Keyboard 




he successful Nintendo 64 
game has now been ported over 
to the PC, thanks to Acclaim, 
who are hoping that PC gamers 
will take to the first-person 
shoot-'em-up as comfortably as 
N64 users did. The playable 
demo offered this issue gives 
you the chance to take on the 
role of the mighty dinosaur 
hunter, Turok, who is forced to make his way past all kinds of Jurassic creatures 
in order to survive his adventures. On the way you can upgrade your bow 
and arrow to more substantial shooters, such as the shotgun and pistol. If 
you haven't got a 3D graphics card installed on your machine, don't even 
bother attempting to get this to load, as you will find that the installation 
will end when no card is found. If you do have one, once Turok has loaded 

you'll appreciate exactly why 
3D cards are a requirement. 






Earth 2140 


Publisher: Interplay Release: Out Now! 
Platform: Windows 95 Controls: Mouse 


_ larth 2140 is another Command 

& Conquer clone, although the 
action is noticeably faster and 
obviously there are a lot of 
differences once you've delved 
deeper into the gameplay. Our playable demo will give you the opportunity 
to find what these differences are, allowing you 
to make up your mind whether or not Earth 2140 
can exceed the popularity of Virgin's C&C. 

The demo gives you the chance to build up 
production centres, battle it out against your 
enemies and generally get a feel for some of 
the features included. Select an area to build 
your production centre, 
then build a power plant 
and you'll be well away. 

The commands are fairly 
simple, with the left 
mouse button providing 
information, and the 
right performing click 
and drag functions. A 
demo that's well worth 
trying out, especially if 
you're a C&C fan. 
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Joint Strike 
lighter 

Publisher: lidos Release: December 
Platform: Windows 95 
Controls: Keyboard, Joystick, Mouse 

dot content with unleashing 
Lara once more, Eidos are also 
planning to attract flight simulation fans, 
with their latest game, Joint Strike Fighter, 
which will be available nearer to Christmas. 
Fortunately we've managed to get our hands 
on a playable demo, so you can experience 
the thrills that the game has to offer, right 
now. Obviously flight simulation games are 
harder to control than the average shoot-'em-up, so to learn about the 
keys simply load up the game and, from the drop down menu bar at the 
top of the screen, use the 'Help' bar to access the 'Keys' screen. This will 


bring up all the key commands 
you need to know, from accelerating 
to turning off engines, thrusts 
and afterburners. 

Depending on the speed of 
your machine, you may also want 
to change the display settings 
for less or more detail. Again, 
select the drop down menu and 
go to 'Mode'. 


PC 

JSF 

, • 
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Nuclear Strike 

Publisher: Electronic Arts Release: Out Now! Platform: Windows 95 Controls: Joypad or Keyboard 

Hontinuing the long line of 
'Strike ' titles from Electronic Arts, 

Nuclear Strike offers some vast 
improvements over its many 
predecessors, with new multiple 
vehicles, better graphics and 
superior gameplay. If you read 
the review last issue and liked 
the sound of it but want to play 
it before handing over your hard 
earned cash for the full version, 
then look no further. Boot up your 
cover CD and you'll find there's a 
fully playable demo waiting for 
you. The object of the game is 
basically to target and kill the 
enemy, using the array of lethal 
weapons which you will find on 
board your many machines of 
destruction. The realistic sounds 
will blow you away, the visuals 
leave your eyes wanting more - and you can experience all this via our great 
playable demo, thanks to Electronic Arts. 

To find out how to set up the demo effectively, it's best to make use of 
the readme file first. Some graphic cards aren't supported, so you might 
possibly encounter some problems. 
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Deathtrap Dungeon 

Publisher: lidos Release: January Platform: Windows 85 Controls: N/A 

E3 e're eagerly awaiting the arrival of Eidos' Deathtrap Dungeon for review in next month's issue. Before we offer 
you our opinion on the finished version though, why not try out this rolling demo, which will give you an idea 

of what to expect. As you'll probably agree after watching it, the game is 
looking pretty amazing. Plenty of bad guys, big weapons - and there are even a 
couple of female warriors in there to spice things up. Lara Croft rivals, possibly? 

Okay, maybe not then. 

The game is based on the popular fantasy books by Ian Livingstone. They 
were released in the eighties and now Ian has brought some of his own personal history into the nineties, with a computer 
game based on them. Yes, simply sit back and watch as Eidos take you through their new third-person perspective adventure 
game - complete with that vital twist of bloodthirsty action. 
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Kick on ’so 

Publisher: Ubi Soft Release: Out Now! Platform: Windows 85 Controls: Joypad, Keyboard 




loccer fans will surely warm to our demo of Ubi Soft's latest simulation, which is both fully 
playable and easy to control. You will need a Pentium 100 (although a 166 is preferable) with 
16 Meg of Ram to run the game. So, if you fancy trying out a new footy sim then give Kick Off 
'98 a blast. You'll be able to play one half of a match and then if 
you like it, play over and over again until you're persuaded to fork 
out for the full version. The controls are fairly simple, especially if 
you've got a pad connected up. 

Can Kick Off '98 make it into the Premier league of PC soccer games, 
or is destined to remain at the bottom of the table? Try out the 
demo and decide for yourself. 
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Forsaken 

Publisher: Acclaim Release: February Platform: Windows 35 Controls: N/A 

Dhis rolling demo will give you an insight into Acclaim's new 
futuristic fighter, which is tipped to be one of next year's hot 
new releases. The full version will give players the chance to 
take on the role of mercenaries aboard amazing anti-gravity pioncycles, capable of destroying 
pretty much anything in their path. Earth in the year 2113 has been virtually destroyed by a 
disastrous fusion reaction. All human life has disappeared and anything worth taking is up for 
grabs. The mercenaries must battle the mechs that patrol the wastelands as they clear up. The 
game itself will support all major 3D accelerator cards, up to 16 players over a network, 15 
levels, 15 high-tech weapons and 15 characters. Hopefully the demo will give you a better idea 
of what Forsaken will provide. 




Seven Kingdoms 

Publisher: Interactive Magic Release: Oecember Platform: Windows 85 Controls: Mouse 

I Or 
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Inother of the games reviewed this issue is Interactive Magic's Seven Kingdoms . 

It's another of those popular real-time strategy titles, where players get to act 
as ruler, creating a empire of great strength and wealth. You begin this large 
playable demo with a small village of around 40 peasants. These can be trained 
and commanded to perform certain duties, such as building mines, researching and manufacturing. There are 
an array of commands to learn, however, so players unfamiliar with the Seven Kingdoms world will find the training 
facility invaluable. Once you've mastered the mouse controls, you can then select the 'Scenario' option, where you'll 
discover there are two missions to complete. As you will see by the size of the maps on offer, there's room for 
plenty of growth and with this comes combat, turning the game from passive play to aggressive confrontation. 
Another one for strategy enthusiasts to get their teeth into. 
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Jet Fighter Full Burn 

Publisher: Take 2 Release: January 
Platform: Windows 95 Controls: M/A 

Dhis remarkable rolling demo attempts to give you 
a feel for Take 2's amazing new flight simulation due 
out at the beginning of the new year. Obviously, 
due to the fact that it's still in development we 
were unable to bring you something playable. 

Set in 2006 on the north coast of Scandinavia, Jet 
Fighter Full Bum aims to take players to new flight simulation dimensions, mixing superlative visuals 
with breathtaking gameplay in a bid to be at the forefront of the flight sim genre. You can expect a 
full review of Jet Fighter Full Burn in next month's issue, and possibly even a playable demo. The game continues the Jet Fighter series, from which Jet Fighter 
3 was the latest release. If you were a fan, then be sure to check out the rolling demo to see how the game is progressing. When released the title will feature 
multiplayer support, as well as an excellent choice of aircraft to fly. 



Napuleun In Russia 

Publisher: Empire Release: Out Now! Platform: Windows 95 Controls: Mouse 


n., 


Uf you read the review of Napoleon In Russia in our first issue, then you'll know that 
the game is a well put together historic turn-based strategy, which is bound to excite 
wargame fans. If you haven't yet snapped it up from your local store, then maybe you'd 
like to try our playable demo before putting it on your shopping list? Set in 1821, the 
game re-enacts Napoleon's attempt to move into Russia and is the sixth wargame in 

Talonsoft's Battleground series. The full game boasts 
21 different scenarios, a couple of which feature in 
this demo. Learning the controls can be a bind, but 
there's help within the demo to get you on your 
way to becoming the ultimate leader. 

Prior to installation, users should note that they 
will require Video for Windows 1.1 on their machine 
for the game to work. 



Dreams 

Publisher: Electronic Arts Release: Out Now Platform: Windows 95 Controls: N/A 
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1X1 e hoped to offer you a review of Electronic Arts' Dreams this issue but due to some 
unfortunate circumstances were unable to do so. However, all is not lost, as the company 
has provided us with a rolling demo of the game which should work nicely with most 
systems. The game has been in development for some time and the creators believe that 
the graphics are superior to those of Tomb Raider. However, the main character is no Lara 

Croft, instead it's a budding superman, named Duncan, 
who can use his powers to fly all around the place. There 
are four chapters to the Dreams quest and our rolling 
demo will give you an idea of what it's like. With mad 
scientists, bizarre creatures and some Tomb Raider style 
gameplay, will Dreams be the game you've been dreaming 
of? Find out next month, when we'll really put Duncan 
through his paces. 




Disclaimer 

Whilst every care is taken with the testing, production and installation of Ultimate CD, Rapide Publishing 
cannot accept any responsibility for loss or damage occuring during its use. We strongly advise that you 
have back-up copies of all your important files and applications before installing any new software. 


PC DISCLAIMER 
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Along with hat new developments regarding the most eagerly awaited game of the year, Snake II 
and details on MGM’s WarSam, we also have a massive Christmas giveaway for yon to enter... 






here is no official release 
I date for the much-awaited 
sequel to last year's massive first-person 
hit. Quake, though Activision are certain 
to release the game before Christmas. 

The long silence that's loomed over 
the game is apparently not due to any 
technical difficulties, but is instead 
a plan to increase the hype for the 
game - as if it hasn't had enough 
attention already! Apparently the 
company have been busy burning the 
game's logo into fields around the 
UK in a bid to stamp their authority 
on the first-person genre. With Unreal 
also due out over the next few months 
though, the game is up against some 
impressive looking competition. 

For those of you who are still 
enjoying the original, you may be 
interested in a new expansion just 
being released. It's called Malice and 
is being sold at around £15. It's the 
only officially released add-on for 


Malice is the new add-on for the original version of Quake. It is set in the future with more weapons, more enemies and a whole new playing environment for fans to wander around in, shooting each other 


the game. Malice provides players with 
new futuristic levels, extra textures 
and enemies and eight new weapons. 
On the multiplayer front, the game 
includes Q-Spy for free playing over 
the Internet. 

Talking of the Internet, ID Software 
have also officially launched a playable 
demo on the Net. The 'hardware test' 
preview can be downloaded for free 
from the Quake II Website at: http:// 
www.idsoftware.com/quake2/index 
.html. 

It includes three levels, complete 
with the all new baddies, weapons 
and power-ups. The demo has been 
released to get feedback from users 
concerning hardware compatibility. 
We tried it and it works fine. It's also 
looking smart, to say the very least. ■ 


Quake II will now be ready in time fnr Christmas, oh joy! 


Qiake II - Sooner Than You Think 
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What’s the Story? 

After the success of the Oasis Interactive Songbook, the 
creators. Europress Software, are about to release another 
three Interactive Songbooks in the range. Fans of Blur, 
INXS or Sting/The Police should watch out for the new 
lines, which will be priced at £29.99 each. They feature 
an innovative musical notation system, making playing 
along to the tracks easy, no matter how much musical 
experience a user may have. 


Nascar Number Three 

Although Sierra's Nascar 2 is still selling like hot cakes 
and is pretty high in the PC gaming charts, rumour has 
it that a third Nascar game will be speeding towards us 
by Christmas '98. The third game is said to feature a 
brand new 'Third Generation' physics model, multiplayer 
options, even more customisation options and of course, 
the 1998 season's teams, drivers and tracks. It's going 
to be one to look out for, no doubt about it. 


The Dark Patch 

More patch news as Activision release an important 
Dark Reign update which will improve multiplayer 
connectivity. The strategy title has proved quite 
popular as both a multiplayer game and a single 
player title. PC games players who are fortunate 
enough to have access to the Web can download the 
patch from Activision's Website at: 
www.activision.com. 





New For The Net 

O lue Byte software have announced that they will 
be putting Extreme Assault and Incubation up on 
to the Internet games service, Mplayer. Both games are 
excellent for multiplayer gaming. Incubation is Blue Byte's 
turn-based strategy game with full real-time rendering - it 
should be especially good, as being turn based there won't 
be any problems with load up times. The game is also 
available for network play via the Blue Byte server on Kali. 
Mplayer gives users chat facilities during play and also 
Scribble Talk, which lets players draw pictures to help with 



strategy games. Extreme Assault has already been highly 
successful as a multiplayer game on the Network Arena, 
Kali, and because of this a new multiplayer level has been 
made available at no cost to players! 

The game lets players pilot either an 
AH-23 helicopter or a T1 tank through 
many scenarios, and they can even 
challenge the games developers 
themselves, who go by the call 
signs Merlin, Metrom and T42. ■ 




ft \ 


PLAYER f 

<? 






n April of next year the mighty MGM will release 
War Games, a new real-time battle simulation set 
in spacious 3D landscapes which gives players the ability to 
view the game from several camera perspectives. 

The title is based on the eighties film of the same name 
and the campaigns have been written by the writer and 
director of the film. Much of the game involves hacking, 
which was the main theme in the film and allows people 


to access cash and information to help them. The story 
too is a continuation from the film, set twenty years on 
to make it more contemporary and bring the Internet into 
the mix. 

The game will boast over one hundred units for air, sea 
and land combat. Players will battle their way through thirty 
campaigns and will also be available for all manner of cool 
multiplayer link ups. ■ 




empire 


correctly and send their entries to the address at the front of 
the magazine. Please ensure you mark them with 1st Day of 
Christmas Compo'. Big festive hugs and kisses from a 

the Ultimate PC team to Empire for sponsoring the Jwjk 
prize. Normal Ultimate PC rules apply. 


...Ultimate PC brought you two 1930s Field Telephones, two 
rolltop radio alarm clocks and five copies of the WW2 turn based 
strategy game, Eastern Front for runners up. It's Empire's latest 
title, reviewed this month, and thanks to the company we can 
offer these prizes to those who answer the question below 


luestion: Arnold Schwarzenegger starred in which 
hristmas movie last year? 
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Revviog up for Test Drive 4 

Gamers won't have to wait long for Electronic Art's Test 
Drive 4, which is set to be with us soon. The new game, 
which is said to push 3D technology up to the limit, 
should be reviewed next issue. Two million dollars has 
been put into worldwide advertising for the game, the 
largest campaign for a game in Accolade's history. This 
includes promotion on Howard Stern's talk show, which 
is aired regularly in New York. 

Archimedean Dynasty Patch 

A 3DFX patch has been released by Blue Byte Software to 
support its award winning submarine simulation game, 
Archimedean Dynasty. If you are an owner of the game and 
have access to the Web, you can download the free 
patch from their Website at http://www.bluebyte.com/uk/ 
main.htm. Demos and details of other games, such as The 
Settlers II, Extreme Assault and Incubation: Battle Isle 

Phase IV are also available at their site 

Whey! It’s the Jolly Postman 

A new multimedia product has just hit the shelves from 

Dorling Kindersley. The company - who specialise in 
children's CD Roms - have now brought The Jolly Postman's 

Party to PC owners. The title is full of games, activities, 
original animation and more, all based on the famous 
books by Janet and Allan Ahlberg. So, if there are any 
parents out there looking for stocking fillers, this may 
be right up their street. 


Russian Visionaries 


O ne of the Largest games developers in 
Russia, Auric Vision, who have worked 
with Interplay in the past, have now announced 
that they will launch some of their titles to 
the world market for the first time. First up is 
a game called Madspace, an action game set in 
the future, where humans have been able to 
explore the universe - but at a cost, as they 
become embroiled in inter-galactic wars. 

The game has two parts, one where you get 
to take part in a huge battle and the second 
where players get caught up in complicated 
mazes full of horrific monsters. Auric Vision 
have designed Madspace so that it supports a 
number of virtual reality devices and it also 
includes a speech recognition driver. 

Another game Auric Vision are working on 
currently is ZAR. The game title refers to a 
manufacturer of space equipment, whose plant 
is hit by a meteorite, which causes all the 
robots there to go barmy. The result is a game 
based on combat, with over thirty plus missions 
and plenty of variety in gameplay. 

Auric's final upcoming release is a game 
called GAG which is also due out soon. This 
title is an adventure game, where players get 
mixed up in bizarre activities, involving odd 
items ranging from chickens and penguins to 
ladies' underwear. Expect to see more of these 
games in the not too distant future. ■ 



Russian developers Auric Vision are coining up with a wide range of titles fir 
the world market, including combat games and adventure titles 
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This month s 
top 20 games. 
Compiled by 
ELSPA and in 
conjunction 
with Chartrack 


Championship Manager 2 97/98 

Eidos 

Age of Empires 

Microsoft 

Dark Forces 2: Jedi Knight 

Virgin 

Microsoft Flight Simulator '98 

Microsoft 

Riven 

Broderbund 


6 

Total Annihilation 

GT Interactive 

7 

Star Trek: Starfleet Academy 

Interplay 

8 

Command & Conquer: Red Alert 

Virgin 

9 

Formula 1 Grand Prix 2 

Microprose 

10 

International Rally Championship 

Europress 

11 

Theme Hospital 

Electronic Arts 

12 

Constructor 

Acclaim 

13 

Monopoly Star Wars 

Hasbro Interactive 

14 

Civilization 2 Microprose/GT Interactive 

15 

Tomb Raider 

Eidos Interactive 

16 

Dungeon Keeper 

Electronic Arts 

17 

Monopoly 

Hasbro Interactive 

18 

Cluedo 

Hasbro Interactive 

19 

Broken Sword 2 

Virgin 

20 

Imperialism 

Mindscape 



...U-iiMAT? PC brought to you rally driving lessons - in 
conjunction with Europress' new racing game International 
Rally Championship. You and a friend will tear around a track 
with top rally professionals, David and Mark Higgins, in an all 
expenses paid trip in Wales (drivers license required). So, if you 


feel like getting your adrenaline pumping, tell us the answer to 
the question below, put it on a postcard to the normal address 
and make sure you mark it with '2nd Day of Christmas Compo'. 
Cheers to Europress for not being Scrooges this Christmas and 
sponsoring this prize. Normal Ultimate PC rules apply. 


luestion: After how many days should Christmas 
ecorations he stripped down? , 4 ,, 













TAKE^I 

INTERACTIVE SOFTWARE EUROPE 

The Reap is a trademark of Take 2 Interactive Software Europe. 

© 1997 Housemarque Games Inc. 

Published by Take 2 Interactive Software Europe. All rights reserved. 
Hoaarth House. 29-31 Sheet Street. Windsor. Berkshire SL4 1BY 


adrenalin in its 


purest Form. 









Slap a Spice Girl 

As long as you have the plug-in Shockwave installed within 
your Web browser, surfers can now enjoy a brilliant new 
game on the Web. Named Slap A Spice Girl, the aim of the 
game is to simply slap the Spice Girls. But as a bonus, you 
can also hit Maggie Thatcher! See their faces squash up as 
your virtual hand slaps them around the chops. Many 
versions can be found, but as a quick link, try this address: 
http://www.bcpl.lib.md.us/~liters4/spice.html. Enjoy it! 


Premier Compilation 

Footy fans looking to get their hands on old soccer titles 
may be interested in Europress' latest compilation Football 
Fever, which offers several well known titles. Bundled 
within the pack is EA's Fifa '97, Actua Soccer Club Edition, 
Total Football Management and to round the pack off, The 
Ultimate Encyclopedia of Soccer for those out to educate 
themselves on the sport. Retailing at £44.99, the four 
pack is sure to sell like pies at a premiership. 


Game Prices on the op? 

Over the past year or so, PC gamers have been fortunate 
enough to see outlets slash RRPs by up to £15. But this 
could all change as retailers are looking to up the price 
of PC titles over the Christmas period. 

A couple of months ago titles could have been 
picked up for £29.99, but the idea in the retail 
industry is to bang the prices back up to £39.99 or 
£44.99. Not very good news for consumers! 


Time to get Addicted 



With lots of other pinball games available, will Team 
17’s Miction be that different? Well know pretty soon 


niiMiiin Qiinii 


numuirriiiiihB 
City of Justice 

Take 2 are soon to launch a title 
which is said to boast a 
completely original game world, 




ust as Team 17 lap up the 
I money Worms 2 is bringing 
in, they are preparing to launch 
another game on the market ready for 
the Xmas games rush. 

Addiction is the company's new 
pinball simulation which them claim, 
is the most realistic ever released. 

Fans of pinball will be able to 
experience two tables, each of 
which feature LED displays. These 
will also carry themes of Worms and 
Rally Fever , two of the company's 
other titles. 

To make Addiction stand out 
from its competitors, sub games 
have been included with 
transparent ramps, moving 
features, multiple balls and crazy 
sound effects, spicing the whole 
thing up a treat. Extensive research 
has gone into ensuring that the 
dynamics of the balls are 'ultra 



realistic' and that they reflect 
accurately the ball's surroundings. 
Four different views, can be 
selected, plus Addiction also 
features full motion video 
playback, 27 audio tracks per table 
and rendered graphics.So, if you're 
a bit of a pinball wizard (or even a 
honky cat) then get your flipping 
fingers to the ready as we should 
have a review next month. ■ 



never seen before (yeah, we've all 
heard that one before!). 

City of Justice is claiming to be a 
cross between Sim City, Day of the 
Tentacle and Little Big adventure. 
When released, it will combine four 
distinct gaming elements; humour, 
graphical adventure, strategy and 
simulation. Played from an isometric 
viewpoint, users are put through 
their paces, having to access all the 
different surfaces of cities, including 
the ones that are hidden from view. 
However, it's not all that simple. 

Whilst communicating with 
the locals, interacting with 
vehicles, catching a taxis etc, you 
also have to maintain law and 
order, just like the world famous 
comic character Judge Dredd (he 
is the law you know). The overall 
task of the player will be to bring 
the city under control, but with 
villains running rampant, it's set 
to be no breeze. 


...Ultimate PC brought to you a peripheral bundle comprising of an 
Interact Joypad, Joystick and Steering Wheel worth around £150. 
Kindly Interact, who produce a wide range of computer game 
accessories are giving us three of these packs away. So, if you have 
been looking for some quality gear to add onto your PC, why not 


enter? To win, answer the question below, scribble your answer 
down on the back of a postcard and post it to the address at the 
front of the magazine. Mark your entries with '3rd Day of 
Christmas Compo'. Cheers to Interact for sponsoring the 
competition. Normal Ultimate PC rules apply.^^ 
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Question: When he’s not delivering presents to good 
boys and girls, where can Santa be found? 


Burning Up 


ake 2, the guys bringing you Black Dahlia in the next 
I few months, are in the process of completing their 
new flight sim, Jetfighter Full Burn. The year is 2006 and oil is 
the thing on many people's minds. The north coast of 
Scandinavia is the location of new reserves and a rebel 
movement is fighting a poverty-stricken Russian government 
plan to claim it for themselves. As you would expect, the United 
States are never keen to let a warring opportunity go amiss, so 
they send their Navy in to clear the place up. Players will be 
able to fly for each of the two sides, either a Mig-42, F/A-8 or 
F-22N. The game is also planned as a multiplayer with special 
campaigns design to include up to eight players at any one 
time. This game looks set to take the Jetfighter series into the 
next millennium, literally. You can have a better look at the 
game on this month's demo and look forward 
^ to a preview next month. ■ 


Jot fighter full Burn is another (light simulation which is coming on very nicely 















Meridian 59 Revelation 

The success of the Internet-based RPG game Meridian 
59 has prompted the creators, 3D0 to expand the it and 
so they have recently announced Meridian 59 
Revelation. New weapons, including bows, make battles 
even more tense and there is also the ability to hear 
cases and administer justice to Meridian outlaws. More 
information on the game can be found at 
www.3d0.com/meridian. 


Special Red Alert Packs 

Two special edition Red Alert game packs have been 
released by Virgin Interactive. The first is priced at 
£44.99 and comes with a copy of the game and either a 
Allied or Soviet mouse - groovy. The second is the Red 
Alert Commemorative bundle and as well as a copy of 
the game, buyers also receive a special CD containing 
the award winning music. Plus there's a poster and t- 
shirt included for good measure. 


Shop Online This Xmas 

With Christmas just around the corner, it's time to think 
about spending some money and those with Net access 
are invited to take a trip to www.musicshop.co.uk to buy 
the latest CDs and videos. The Interactive Music and 
Video Shop contains more than 156,000 products - 
something to suit everyone. For those who know what 
they're looking for, a powerful search facility has also 
been implemented, for easier locating of items. 


Air Warriir Returns 




ans of Interactive Magic's 

_I Air Warrior and Air Warrior Z 

will be glad to hear that the company 
are continuing their successful line of 
flight simulations with the third game, 
not surprisingly named Air Warrior 3. 
The beauty of Air Warrior Z was that 
users could utilise both single and 
multiplayer options, and Air Warrior Z 
sets out to do the same and will no 
doubt satisfy the online market as 
well as the general PC gamers when 
Air Warrior 3 is launched some time 
next year. Up to 250 gamers can dog 
fight online at once, as well as make 
use of a mission builder to create 
game objectives. 

Some of the other major game 
advances are improved 3D accelerated 
graphics, six new campaigns, hundreds 
of single player missions and multiple 
realism and difficulty options for every 
kind of air warrior. Hopefully it will be 
as good as it sounds. ■ 





More Duomhui Fun 





hose who found the tremendously 
I successful real-time strategy Dungeon 
Keeper not challenging enough may want to get 
their hands on Deeper Dungeons, an add-on pack 
for those who already own the frantic game. 

Complete with fifteen new single player and fifteen 
new multiplayer levels. Bullfrog have created an even 


bigger challenge for fans of the game. As well as more 
levels, new and improved dungeon graphics have been 
implemented and improved artificial intelligence is also 
a major advancement to the original. Now enemy 
keepers will sell doors and traps to gain revenue, they 
also preserve their gold and gold finding abilities have 
been improved. 


Creatures now fail to teleport to unexplored 
areas of the map and groups who have sadly had 
their leader killed can now opt for a new one to 
continue with the quest. 

Deeper Dungeons is available now for £14.99. 
Available from all good dungeon keepers, but 
mainly via major outlets. ■ 


...Ultimate PC brought to you a 
spanking new television with 

— features in abundance. And who's 

to thank? It's Microprose who have 

• Note that the prize may not a brand new racing game on the way for PC users - 

he the television pictured, but Ultimate Race. So, if you're a racing fan and wanting 

Will be one to the value Of t0 watch the sport on a nice new telly simply answer 

£500. So there! the question below, chuck it on a postcard and send 

- it to the address at the front of the mag marking it 


with '4th Day of 
Christmas Compo'. 
Again, big thanks to 
Micropose for giving 
away the expensive 
telly. Normal Ultimate 
PC rules apply. 


Question: Gan you name five of Santa’s reindeer? 
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Bundles of Fun 

Computer accessories company Interact have teamed up 
with GT Interactive to bring gamers bargain bundles 
comprising of a pad and game. Full versions of Duke 

Nukem 3D, Ultimate Doom and Mortal Kombat 3 can be 
picked up with a PC Powerpad Pro for just £29.99. 

Other packages are also on offer but prices differ 
depending on the pad included. So, if you're looking for 
a new controller, why not get a game at the same time? 

Fujifilm Extend Camera Range 

Not content with their DX-5 digital camera, Fujifilm have 
just announced the release of the DX-7 in time for the 
Christmas rush. Priced at just under £400, the new model 
boasts a LCD screen which gives the user the option of 
previewing the photos they've taken prior to downloading 
them to their PC. A pop up flash, plenty of software and 
up to 30 picture storage capability are among some of the 
other features set to attract PC users to the model. 

Tn Boldy Go Where... 

UK multimedia specialist Zablac is about to thrust two new 

Interactive CD Roms onto the market, based on the hugely 
successful Star Trek series and films. They have been 
developed by Simon & Scuster and are said to feature more 
data on the show than any other CDs available. Named Star 

Trek: Captain's Chair and The Star Trek Encyclopedia: The 

Interactive Edition, the CD-Roms can be beamed up for 

around £40 each. 


The Doomed Prince in his owe Gome 


ebruary '98 is the launch 
date set for the release of 
Psygnosis' new game, Elric, which is 
based on the Michael Moorcock 
fantasy books. 

Normally titles based on such 
things come in the form of adventure 
games like Discwortd, but Elric has 
been slot into the beat-'em-up genre 
and Pysgnosis have come up with an 
action game based on the combat 
and use of magical runes. 

Elric is the leader of a sadly 



declining empire who has been 
condemned by his powerful gods to 
overthrow everything and anything he 
likes - poor bloke. Players take control 
of Elric and need to complete a number 
of levels successfully to save beloved 
Cymoris by returning seven parts of the 
Cross of Chaos, engraved on her coffin. 
However, to do this you must along the 
way get around monsters and avoid 
deadly traps (wooo!). 

Elric is not the only character to 
be ported over from the books to the 
game. Oh no, other famous characters 
taken from Michael's fantasy stories 
have been added in and Michael 
Moorcock enthusiasts will no doubt 
notice some faces along the way. 

Complete with isometric 3D 
backdrops, video effects during 
combat and smooth animation, Elric 
will be one to watch out for, whether 
you're a fan of the stories or not. ■ 



fans if Michael Murcick’s fantasy Inks will sirely be iukiii 
forward ti tlrie which Pysgiisis are sin ti lake available 




MGM’s licence to Th 


It’s till from the Niiteidi 64’s Goldeneye. Bit will the II7PC gaie he as gill? We hipe si 


be a fast-paced, action-packed, real time hit for both the PC 
CD-ROM, but will also hit the PlayStation around the same 
time. Watch this space for more details. Hopefully we'll have 
some screen shots within the next couple of months. ■ 


e have managed to gain details on a couple of 
I new PC game titles from MGM, the first of which 
is based around the popular James Bond films. The company 
will be releasing the 007 game, but the news is so early that 
not even a name has been confirmed yet. The adventure will 
roll five games into one; walking, skiing, driving, flying and 
underwater action. As well as the PC, the game is also set to 
be released for the PlayStation market. Hopefully it will be 
as good as the recently launched Nintendo 64 007 game 
which has received rave reviews. Whether or not it will be 
based around the new film, we don't know. 

As well as announcing news on the James Bond game, in 
the second quarter of next year, MGM will also be releasing 
the sequel to the highly successful Return Fire which was a 
smash when released a couple of years ago. It promises to 


Shanghai: DYNASTY 

January '98 sees the launch of 
Activision's new puzzle title, 
Shanghai: DYNASTY which adds to 
the company's internationally 
best-selling Shanghai game series 
- a massive change from the 
company's new release, Hexen II 
no doubt! 

Including high quality graphics 
and Internet multiplayer 
capability, the latest Shanghai will 
offer players three different 
games; Classic Shanghai, Dynasty 



and Mah-Jongg. Classic challenges 
gamers to untangle a randomly 
arranged stack of tiles by matching 
and clearing them. Up to four 
players can play Dynasty and face 
off against each other as they each 
attempt to clear their own tile sets 
before their competitors. Finally 
Mah-Jongg is the traditional 
Chinese puzzle game and can be 
played using either the American 
or Chinese rules. So, if you prefer 
something to tease your mind 
rather than cutting someone's head 
off, try out Shanghai: DYNASTY 
when it's released early next year. 



DN THE SthlHYIIF RHBISTMAS... 




...Ultimate PC brought to you a date with Lara Croft (just 
joking - sorry!). No, instead Core Design are kindly offering 
one reader a leather flying jacket up to the value of £400 to 
coinride with the launch of the brilliant Tomb Raider 2 
reviewed this very issue. So, if you want to look like Lara 
when she's on her bike, or just want to look stylish in 


designer gear then get your thinking cap on, answer the 
question below and post your answers to the normal 
Ultimate PC address which can be found at the front of the 
mag. Entries should be marked with '5th Day of Christmas 
Compo'. Again cheers to Core for giving away the prize this 
Christmas. Normal Ultimate PC rules apply. 
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Prepare for the Uprising 

Developed by Cyclone Studios, Uprising is hitting the shops 
this month and you can expect a full review in next month's 
issue of Ultimate PC. The game merges the best elements of 
action and real-time strategy games into a 3D world where 
players command a whole army of futuristic tanks, bombers, 
jet fighters and infantry. Those getting involved in the action 
need to thing strategically, establish cases, build factories 
and a lot more to keep the game running smoothly. 


Wot a Woofer 

If you're looking to upgrade your PC's sound system then 
you may want to look at SpectraVideo's new Screen Beat 
Maxim 300 Woofer System. Retailing at just £79.99, the 
package consists of two high quality 100 watts satellite 
speakers, 3D surround sound, a loudness bass system, 
separate bass and hi-cut functions. The Maxim 300 is just 
one of many other multimedia speaker systems which fall 
into the ScreenBeat range. 


Petit-Cam 

Looking for a video communications and security system 
for your PC? If so you may be interested to hear that Augur 
Industries have just launched the Viewmate PC-Camera 
which is believe it or not, roughly the same size as a 
matchbox. It plugs into any PC's parallel-port and can be 
used to capture high quality moving or still images. These 
can then be transmitted via the Internet. The 'plug and 
play' package retails for less than £150. Bargain. 




■W/tchg? 


Ronald DeBoer VUrtfcr 


Freni; DeBoer Bcgerde 


Tie cancellable if wirk an Championship Manager All 
Stars alliws lidos ti concentrate their development 
teams an the fiiishimg of Plague and Oeathtrap Dungeon 


Ians at the Championship Manager series will sireljf he patted hy the news that there is aa laager going ta be a Championship Manager All Stars 


Eidis Wiiter Clear Out 


Despite the disappeiitmeit at CM All Stars, Eidas will be celebrating this month with 
Championship Manager 9J/38 going straight ia ta the charts at nomber one. The game’s 
phenomenal snccess leaks set ta centime. With Mgth and Tomb Raider II ant as well and 
expected ta starm the charts, Eidas canid be in fir me hell at a Christmas 


features planned for Championship Manager 4. It has been 
revealed that the on-line multiplayer mode that was hoped 
to be included in CM3 is no longer possible within the time 
frame of a planned release before the World Cup finals. 
Instead, it now looks likely that this will be put back to 
the next installment. ■ 


Manager Information 


Overall , Performance 
Reputations Poirtfs 


elect 


Resign As Manager Retire as 

Manager *j Holiday Manager 


Add More 
Managers 


Hall Of 
Fame 


Holland 


Eergkerrp 


Ed De Goey 
Michael Reiriger 
Frank De Boer 
D.annyBlind,. 

. Winston Bogarde 
Aaron Wmter c 

Clarence Seeded 
Ronald Oe Boet 
Dennis Bergkamp 
Patrick fdoivert 
Richard Wiisdtge 
Marc Gverttters 
Edwin Van DerSar 


Done m muf 


here have been some changes in Eidos' 

I development department over the last few weeks 
resulting in the canning of Championship Manager AU Stars . 
With the game already behind in production, Eidos have cut 
their losses and cancelled the whole project. CM AU Stars , 
the first Championship Manager game not to be developed 
by Sports Interactive, was set to feature footballing stars 
from the last century and would have allowed players the 
chance to buy and sell such greats as Charlton, Best and 
Pele. Eidos have announced that the game may come to 
fruition in a different guise at a later date, but the 
originally planned title is no longer to be published. This 
leaves Eidos internal development teams to concentrate on 
the nearly completed Deathtrap Dungeon and Plague. 

At the same time as news of CM AU Star's termination, 
details have also filtered through as to some of the 



...Ultimate PC brought to you a state of the art 
Sony MiniDisc Walkman and three copies of 
Bladerunner from Virgin Interactive 
Entertainment. Previewed in issue two, 
Bladerunner is Virgin's latest title, soon to be 
I reviewed in UPC. In the meantime, why not 


try and win the latest personal Walkman or 
copies of the game by answering the question 
below and putting your answer on a postcard 
to the address at the front of the mag? Please 
mark them with '6th Day of Christmas Compel 
Normal Ultimate PC rules apply. * 


Question: Piesf We all love them, but which type fill our bellies over the Christmas period? 
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ON THE 7th DAY OF CHRISTMAS... 
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...Ultimate PC brought to you a Jukebox with six CD changer 
and FM/AM radio, thanks to Telstar who are hoping that their 
new game. Virus will be on many people's Christmas lists. 

So, if you want a Jukebox with nice lights sitting in the 
corner of your bedroom, just answer the question below and 


send it to the Ultimate PC address at the front of 
the magazine. Mark your entries with '6th Day of 
Christmas Compo'. Again, thanks to Telstar (or 
Santa Keith) who will no doubt put a smile on a one readers' 
face this Yuletide. Normal Ultimate PC rules apply. 


Question: The wise men brought three gifts to icckle Jesus, what were they? 




Strateur Banes Breeding like Rabbits 


ext year. Red Orb Entertainment will be unveiling 
their first in-house game, Warbreeds. But which 
genre will it fall into? It's in fact yet another real-time 
strategy. Will it differ though from the hordes of others 
already available? 

The aim of the game is to take control of one of four clans, 
each out for dominant control. Creating more powerful creatures 
to help the user's cause is essential, and to do this, DNA must 
be picked up from dead enemies. You can then use this genetic 
material to build a stronger and more diversified armies. 

Offering multiple support of up to eight players through 
the Red Orb Zone, there are plenty of modes of gameplay 



for thirsty strategy enthusiasts to test their skills at. If 
players get fed up of the levels already created, they can 
create their own using an included map editor. 

The plot seems to be a strange one with Yedda 
mentioned heavily in the literature sent to us. 
Apparently the game's plot focuses on the Yedda 
civilisation and the uprising of the beasts created by 
them. The Yedda are meant to have found remains 
similar to their own, although their shamans who are 
the Magha Dhuerenya (what the...?) scoffed at the 
thought of this race being related to these creatures - 
truly bizarre! ■ 





ON THE Oti DAY OF CHRISTMAS... 


...Ultimate PC brought to you a Camcorder, kindly To get your palm around the camcorder, just 
donated by Team 17. The company, who are no get your brain working to answer the tough 

doubt happy with the score given to Worms 2 Xmas related question. Then, put your answer 

last issue currently have a new pinball game down on paper and send it to the address at the 

which will soon be ready for launch. Addiction is front of the magazine. Please mark your entry 

set to knock other similar games out of the with '8th Day of Christmas Compo'. Normal 

limelight, but we'll see when it's reviewed soon. Ultimate PC rules apply. 

Question: Which plant looms over unsuspecting people at Christmas? 





TOlfoi7 


Yes, it’s outlier strategy game, this time by Red Orb 
Entertainment. But will Hfertafe be arigiaal? 


• Note that the prize may not be the camcorder 
pictured, but will be one to the value ot 8400. large! 
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give away. To get your hands on it, simply answer the 
question below, pop it on a postcard and send it to 
the standard Ultimate PC address at the front of the 
magazine. Mark your entry with '9th Day of Christmas 
Compo'. Okay! Normal Ultimate PC rules apply. 


...Ultimate PC brought to you a Canon Multipass C20, 
Canon's brand new all in one fax machine, photo 
quality printer, scanner and photocopier which can be 
connected up to your PC. It's worth around £400, so 
it's not really a stocking filler, but we've got one to 


Question: What is the name of the bird that most of us eat for Christmas dinner? 



FireTeam 

A new game from Multitude 
(who?) is set to change the way 
that Internet games are played 
(ah, that explains it). FireTeam 
falls under a new genre called 
Collaborative Play/Team Action 
and is offering integrated voice 
technology, team play and a state- 
of-the-art game engine. The object 
is to work with your own team in 
order to defeat a variety of enemy 
groups. This can be done within a 
wide range of stories and settings. 

Internet gamers are brought 
together in realistic situations of 


Empire Annonce ’98 line-up 



shared danger, with scenarios set 
in the years 1998-2023. They are 
able to choose their own missions 
and decide on which character role 
they will take on. Also, on a 
regular basis, new characters, 
stories, game objects and features 
will be introduced. An exact 
release date and price are yet to 
be confirmed, but we're sure that 
FireTeam will be arriving shortly. 





e have managed to get 
I hold of details of several 
new titles from Empire Interactive, 
set for release in the middle of 
next year. 

If you are keen to try out games 
like Championship Manager , but instead 
of soccer, have a love for cricket then 
you'll be excited to know that Empire 
have International Cricket Manager in 
the pipeline. It's the first ever cricket 
sim where players choose to manage a 



county side or any of the test playing 
nations. With commentary by Jonathan 
Agnew and including all the current 
first class players. International Cricket 
Manager will be released in the second 
quarter of next year. 

Another title is Clan Wars. Due to 
hit the streets again, in the second 
quarter of '98, it's a new strategy 
game but unfortunately details on 
this are scarce at the moment. 
r Out at the same time will be 


Apache Havoc , a helicopter 
simulation looking to be better than 
any other. Gamers can fly over 
different areas all over the world 
and is developed by the same team 
who worked on Hind for DI. 

The developers of Flying Corps are 
currently working on Mig Alley, due to 
be with us in the third quarter. Plenty of 
dog fight action and stunning aircraft 
(or that's what they're saying). ■ 



A rival to Championship Manager maybe? Well, fir cricket 
fais anyway - Empire are die ti release Cricket Manager 



iiiiifiianiiiiriiiiiiHiiiiMiJti 


On the tenth day of Christmas, Ultimate PC brought 
to you two Hansol multimedia monitors worth £200 
each. Just released, the monitors are full square, 
flat face, high resolution colour screens, ideal for 
making the most out of PC games. Hansol have 
kindly got into the Christmas spirit and are giving 


two readers the chance to win one. Winning 
couldn't be easier. Just answer the question below, 
put your answer on a postcard and send it to the 
standard Ultimate PC address. Please ensure you 
mark your entries with '10th Day of Christmas 
Compo'. Normal Ultimate PC rules apply. 


Question: Which figure was known for being tight- 
fisted over the Christmas period? 
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NEWS 



ON THE 11th DAY OF CHRISTMAS.. 


On the eleventh day of Christmas, Ultimate PC brought to you 
two sets of flying lessons for first prize winners and for five 
runners up, copies of Joint Strike Fighter and some watches 
are up for grabs. All thanks to Eidos who are now promoting 
Joint Strike Fighter, their latest flight simulation title. So, if 


you'd like to be the new Top Gun (well, maybe not!), simply 
pop the answer to the question below on a postcard, and 
send it to the Ultimate PC address at the front of the mag. 

Big thanks to Eidos for sponsoring the competition. Normal 
Ultimate PC rules apply. 





Question: Which of Santa’s raindeer is famous for its red nose? 



Pilities With Tom Clancy 



he novelist Tom Clancy has been 
I working with Mindscape on a new 
strategy game due out just in time for 
Christmas. Politika is said to be the first 
'conversational' game that allows players 
from all over the globe to compete for 
political control of a fictional Russia where 
Boris Yeltsin has been mysteriously killed 
Leaving the state in total mess and 
confusion. There are eight factions competing 
for control; such as the Orthodox Church, KGB 
and the Mafia. In the game players converse 


using Java to sign secret pacts and collude 
with allies, the final aim being to become 
president and taken control of the whole 
place. The game actually features Tom Clancy 
himself as he provides the commentary on 
the political situation as it develops in the 
game. During the play FMV news items come 
up from time to time to add more tension to 
the heated atmosphere. This game marks a 
new direction in strategy gaming and 
apparently you even get a copy of Tom's new 
book in the package too! ■ 


COMPETITION 



10 Ultimate PC Subscriptions 


Stuart Bennion, Lancs. Paul 
Bannister, Cheltenham. Mike Pope, 
Preston. Michael Littlecott, 
Southampton. Paul Henry, Wirral. 
Mark Dickson, Warwickshire. Tony 
Chu, Hertfordshire. Simon Patrick, 
Birmingham. Andrew Murphy, 
Lancs. Jason Terry, Dudley. 


Maiden Japan 

n 

ynthetic Dimensions, the developers that bought 
BmJB us Perfect Assassin, have joined forces with metal 
legends Iron Maiden and have come up with Ed Hunter. The 
game will feature their zombie mascot, Eddie. Ed Hunter 
will be a shoot-'em-up in 3D locations that have been 
based upon the band's album covers. For fans of the band 
that know the covers they are: Somewhere in Time, 
Powerslave, Live After Death, X Factor and Killers, where 
fans will recognise such exotica as 22 Acacia Avenue, The 
Ruskin Arms, Cart & Florses, and Eddie's Cell. You will get to 
hear new Iron Maiden tracks which will accompany the 
action on screen. The last time we saw something like this 
was with The Queen: The Eye so will it turn out better than 
that did, who knows? but we should know sometime before 
April '98, when the game is released. ■ 



Heavy metal comes to the PC ciortesy of the group Iron Maiden, in the form of ft/ Hunter. Who? 
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nN IMF mil HAY Bl CHRISTMAS_ 


Question: Can you name five Christmas singles? 


...Ultimate PC brought to you five Riven 
goodie bags worth £100 each. They 
include a copy of Riven, a copy of Myst, 
pen, game, it's all here! All thanks to 
those lovely people at Red Orb 
Entertainment. To get your hands 
around one of these, just answer our 


final Xmas related question and send 
your answer on a postcard to the 
address at the front of the magazine, 
marking it with '12th Day of Christmas 
Compo'. Good luck to you all and a very 
Happy Christmas to you and your kin! 
Normal Ultimate PC rules apply. 
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THESE HAVE MADE US ONE OF THE LARGEST SUPPLIERS 
OF COMPUTER SOFTWARE IN THE COUNTRY TODAY!! 


A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 


ALL PRICES 


HCLUDE VAT 


CD ROM GAMES 



Lucas arts akhives - Indiana jones fate of atiantis, sam n max, day 

OF THE TENTACLE, REBEL ASSUALT SPECIAL EDITION, STAR WARS SCREEN SAVER 
PLUS DEMOS OF FULL THROTTLE, DARK FORCES, REBEL ASSAULT 2. THE DIG AND TIE 
FIGHTER COLLECTORS CD. ALL THIS FOR JUST £28.99 


688! Attack Killer. 

.£27.99 

7th Legion . 

.£27.99 

AmiAGoiF? . 

.£24.99 

Actua Soccer 2. 

....£25.99 

Age of Empires. 

AH64-D Longbow Gold. 

....£19.99 

AH64-D Longbow 2. 

Amiga Emulator CD (+100s of Amiga games)... 

Atlantis. 

Atomic Bomberman... 

....£27.99 

....£14.99 

.£27.99 

f?l 99 

Baku Baku Animal. 

....£17.99 


Barbie’s Fashion Designer.£29.99 

Battleground Shiloh/Gettysburg/Ardennes.£19.99 

Battleground Waterloo/Antictam/Napoleon in Russia ...£25.99 
Battle Isle 4.£21.99 


Battles of Alexander... 
Beasts & Bumpkins... 


...£25.99 


...£27.99 


BLOOD.£26.99 

Bridge Master Classic with Omar Sharif. £29.99 

Broken Sword 2.£28.99 

Bust A Move 2.£16.99 

Capitalism Plus.£25.99 


Carmageddon... 


Carmageddon SPLAT! Pack .. 


...£25.99 


...ELOWEST 


Championship Manager '96/'97 + German League free.£12.99 

Championship Manager '97/'98.£16.99 


Chessmaster 5500.£26.99 

Civilisation 2.£17.99 

Close Combat 2: A Bridge Too Far. £32.99 

Commanche 3.0 (Novalogic) .. £27.99 


Command & Conquer.£13.99 

Command & Conquer Red Alert Collectors Edition£27.99 
Quench : 1000 extra levels for Red Alert.£11.99 

Counterstrike - official Red Alert Data Disk.£12.99 

Aftermath - official Red Alert Data Disk.£12.99 

Covert Operations - official C&C Data Disk.£12,99 


Conquest Earth.£26.99 

Constructor.£27.99 

Creatures.£12.99 


Crusader: No Regrets.£19.99 

Cyberstorm.£9.99 


Dark Colony.£24.99 

Dark Forces 2: Jedi Knights.£27.99 

Dark Reign.£27 99 

Deadly Games - Jagged Alliance 2.£14.99 

Destruction Derby 2.£13.99 

...£26.99 


Diablo... 


Diablo: The Green Portal Toolkit & Cheat Pack.£16.99 

Die Hard Trilogy.£27.99 

Discworld. .£13.99 

Discworld 2.£13.99 

Doom 2 + Ultimate Doom + 3000 extra levels!! ..£16.99 

Duke Nukem3D.£10.99 

Dungeon Keeper.£27.99 

Deeper Dungeons Data Disk for Dungeon Keeper .£13.99 

EA Cricket'97.£24.99 

Excaubur.£25.99 


Extreme Assault. £21.99 

FI Racing Sim (Ubisoft). £27.99 

FI 6 Fighting Falcon. £25.99 


FA-18 Hornet. £25.99 

Feebif Files. £25.99 

FIFA Road to the World Cup '98.£27.99 


Fifa Soccer '97.£17.99 

Fifa Soccer Manager. £26.99 

Fighters Anthology.£27.99 

Fighting Force.£27.99 


Final Doom.£19.99 

Flying Corps.£21.99 

Forgotten Realms Archive: Eye of Beholder 1,2, & 3, 

Dungeon Hack, Pool of Radiance, etc, etc.£23.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX.£31.99 

Fragile Allegiance.£14.99 

Gabriel Knight 2: The Beast Within.£12.99 

Gene Wars.£15.99 

G-Nome.£14.99 

Goosebumps.£32.99 

Goosebumps • Attack of the Mutant.£25.99 

Grand Prix 2.£18.99 

Grand Prix 2 + Grand Prix Manager 2.£29.99 

Grand Prix Manager 2.£12.99 

Track Pack for Grand Prix 2.£14.99 

Guts N Garters.£21.99 

Hardcore 4X4.£24.99 

Heretic-. Shadow of the Serpent Riders.£12.99 

Heroes op Might & Magic 2.£26.99 

Heroes of Might & Magic 2 Data Disk.£14.99 

Hexen 2.£27.99 


iF22 Raptor. £26.99 

iMlA2 Abrams. £26.99 


Interstate 76. 

.£27.99 

Jack Nickiaus 4. 

.£26.99 

Jetfighter 3. 

.£19.99 


£10 99 

Jurassic Park 2: Lost Worlds ... 

.£16.99 

Kings Quest Collection 1-6. 

.£15.99 

Lank of Lore 2. 

.£27.99 


Leisure Suit Larry 7.£27.99 

Lemmings 1 &2.£12.99 

Lighthouse. £19.99 

Links LS '98.£27.99 

Links 386/LS Courses Per Pair Ring for details.£8.99 

Links LS/386 Course Libraries Vols 1,2,3 call for detail$£1 6.99 
Links LS Courses: Valderama/Oakland/Davis Love...each £16.99 

Little Big Adventure 2.£27.99 

Lords of the Realm 2.£24.99 

Lords of the Realms 2 Data Disk. £9.99 

Magic the Gathering & Spells of Ancients data disk ..£29.99 
Magic the Gathering. £21.99 


ManxTT. £LOWEST 

Masters of Orion 2.£24.99 

MDK.£17.99 

Mech Warrior 2 & Expansion Pack. £25.99 

Micro Machines 3.£25.99 

Microsoft Golf V3.£13.99 


0 

0 


SALES LIMES OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am-4pm 


NO QUIBBLE 

UNHAPPY 


IF YOU 

ARE UNHAPPY WITH YOUR PURCHASE FOR 
ANY REASON, SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 HOURS OF 
RECEIPT BY RECORDED DELIVERY AND 
SUBJECT TO A FEE n 0% OR MINIMUM £4), 
WE WILL SWAP IT FOR ANOTHER ITEMITHS 
OFFER APPUES ONLY TO nEMS USTED IN 
OUR MOST CURRENT ADVERTS. WE RESERVE 
THE RIGHT TO REFUSE EXCHANGE IF THE 
fTEM IS NOT RECEIVED BACK IN PERFECT 


rind ILT. evert i 11 me tw ruM mn unt/cn iw mm w 
PIECE <* SOFTWARE FROM OUR FREE GIFT UST OF GAMES MB 

.educational programmes, there is a umit of one free gift 

PER WEEK BUT NO MIMMUM ORDER VALUE TO QUAUFY. SECONDLY, 
YOU WILL ALSO RECEIVE OUR LATEST 24 PAGE CATALOGUE PACKED 
WITH REVIEWS, COMPETITIONS, MORE FREE GIFTS... 

/LEASE REMEMBER TO Jg FOR YOUR FRE SOFTWARE 


Moosoft Flight S/m '98 *** NEW ***...........£38.99 

Microsoft Southern California Data Disk for FS6.E23.99 

Microsoft Flight Sim 5.1 & New York + Paris.£37.99 

Perfect Flight Scenery all around the World .£21.99 

Scenery Disk 6.0 - England & Wales/Ho ng Kong.£ 17.99 

Scenery Disk 5.1 - British Isles 1 & 2, China .each £19.99 

Scenery Disk 5.1 - Europe I.£29.99 

Flight Sim 5.1 Tower.£39.99 


Flight Sim FSFX V2 - Contains extra planes , scenery, sounds 
etc for FS5. ] & FS6£mquires flight shop) -£28.99 


Flight Shop V2 for FS5.1 & FS6.... 


Boeing/Business Jets/Airbus/GreatAirunes . each £22.99 

Real Air Traffic Control.£30.99 

Flying Ciassics-. everything from a Sopwith to Concorde!. £ 17.99 


Microsoft Return of Arcade (Win '95 only).£17.99 

Monster Trucks.£29.99 

Monty Python's Quest for the Holy Grail.£17.99 


Muppet's Treasure Island. 

.£26.99 

Myst [includes demo of RIVEN). 

.£17.99 

NASCAR 2... 

.£19.99 

NBA Live '97. 

.£16.99 

NBA Live'98 . 

.£27.99 

Need for Speed 2. 

.£27.99 

Network Q Rally. 

Network Q Rally & X Miles Data Disk. 

.£14.99 

.£20.99 

NFL Madden '98 . 

.£28.99 

NHL Hockey '97. 

NHL Hockey '98. 

.£16.99 

.£28.99 

Oasis Interactive/U2 Interactive. 

Oddworld: Abe's Oddysei. 

Outlaws. 

.each £22.99 

.£24.99 

.£27.99 


Outpost 2.£27.99 

Pandemonium.£19.99 

Pandora Directive.£19.99 

PGA Tour Golf Pro. £26.99 

Phantasmagoria 2.£22.99 

Pinball'97.£12.99 

POD.£17.99 

Police Quest Collection 1-4.£21.99 

POSTAL.£22.99 

Premier Manager '97.£24.99 

Privateer 2: The Darkening.£19.99 


Puzzle Bobble.£17.99 

QUAKE.£12.99 

QUAKE Tremors Data Disk. £12.99 

Q! Zone -1 00s of extra levels for Quake.£12.99 

Scourge of Armagon/Dissolution of Eternity.each £19.99 

Shrak (extra levels for Quake).£14.99 

Rayman (windows '95).£18.99 

Realms of the Haunting.£15.99 

Redneck Rampage.£22.99 

Resident Evil . £25.99 

Riven.£27.99 


) Rash. £10.99 

Sampras Extreme Tennis. £19.99 


Sierra Sports: Goif/Baseball '98.each £21 99 

Slent Hunt®.£18.99 

Sim City 2000 Anniversary Pack includes Sim City 2000, 

Urban Renewal kit + Scenario Disk 1 + Disaster Disk.£19.99 

Sim Copter.£18.99 

Sim Golf.£17.99 

Sim Isle/Sim Tower.each £8.99 

Sonic 3D.£21.99 

Sonic CD.£19.99 

Sonic & Knuckles.£18.99 

Speccy '97 CD (3000 Spectrum & 1200 C64 games) £14.99 

Star General.£24.99 

Star Trek Borg.£21.99 

Star Trek Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 

Star Trek Generations + ’EXCLUSIVE* A1 Poster £22.99 

Star Trek Omnipedia.£17.99 

Star Trek: Starfleet Academy.£27.99 

Star Trek The Next Generation: A Final Unity.£10.99 

Star Wars Monopoly.£28.99 

Super Puzzle Fighter 2.£11.99 

Syndicate Wars.£17.99 


Ten Pin Alley.£27.99 

Test Drive 4.£27.99 

Theme Hospital.£26.99 


Third Reich.£19.99 

Tie Fighter v X Wing. £27.99 

Tiger Shark.£28.99 

Tomb Raider 2.£26.99 

Total Annihilation.£27.99 

Total Animals: includes Catz, Dogz & Worms.£18.99 

Trophy Bass Fishing 2.£14.99 

Ultima Onune.£33.99 

Ultimate Doom. £11.99 

Unreal.£27.99 


US Navy Fighters '97.£19.99 

VirtuaCop. £17.99 

Virtua Fighter 2.£28.99 

..£25." 


Virus... 


Voyeur.£9.99 

Warcraft 2 Deluxe inc 50 extra levels + hint book..£27.99 

Maximum War: 1650 levels for Warcraft 2.£14.99 

Warhammer: Shadow of the Horned Rat.£17.99 

World Rally Championship (Network Q Rally 2) ....£21.99 
Worms 2.£27.99 

X Com: Apocalypse. £27.99 

X Men Children of the Atom Win 95.£21.99 

X Miles - Data Disk for Network Q Rally.£6.99 

Yoda Stories.£15.99 
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ORDER WITH CONFIDENCE FROM ONE 
OF THE LARGEST DISTRIBUTORS IN THE 
COUNTRY! OVER 700,000 SOFTWARE ITEMS 
SUPPLIED SO FAR AND YOU WILL BE SAFE 
KNOWING THAT YOUR CREDIT CARD WILL 
NOT BE DEBITED UNTIL DESPATCH! 


WE PROVIDE ONE OF THE FASTEST 
DELIVERY SERVICES AROUND, 2-3 
WORKING DAYS MAX ON ST6CK ITEMS. 
(PLEASE ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE) 


1ST CLASS DELIVERY FREE OF 
CHARGETO U.K. MAINLAND. NEXT DAY 
DELIVERY FROM £4. PLEASE ORDER 


HOME & REFERENCE 



MICROSOFT SPECIAL OFFERS 



OFFER 

3D Movie Maker Nickelqpeon/Standard£49 99 £32.99 

Ancient Lands.£29.99 £24.99 

Autoroute '98.£59.99 £50.99 

Bookshelf'96.£49.99.£39.99 

Cinfmania '97.£49.99. £18.99 

Creative Writer & Fine Artist.£59.99 . £28.99 

Dangebous Creatures.£29.99. £13.99 

Encarta World Atlas '98.£49.99 £39.99 

Encarya '98 Standard.£49.99.£38.99 

Encarta '98 Deluxe.£79.99.£62.99 

Money'97.£29.99 £24.99 

Oceans.£39.99.£24.99 

Office '95 Standard V7.£199.99 £69.99 

Office '95 ProV7.£299 99 .£129.99 

Office Pro '97 Win '95.£499.99. £199.99 

Plus (For Windows '95).£49.99 £35.99 

Plus for Kids.£19.99.£17.99 

Published '97 (Win '95).£99.99.£69.99 

Publisher V2 (Win 3.1).£99.99 £29.99 

Windows '95 Upgrade.£99.99. £44.99 

£49.99. £14.99 


Works V3 + Money.£69.99.£29.99 

Works V4 + Money '97.£79.99 £32.99 

World of Fught.£29.99.£14.99 



Scrabble (3.5* Disk). 

.£19.99 

Screamer 2. 

Sega Rally (requires Pentium 90 or higher). 

Sega Worldwide Soccer '98. 

Settlers 2. 

.£19.99 

.£22.99 

.£27.99 

.£13.99 

Settlers 2 Mission Disk. 

£12.99 

Shadows of the Empire. 

£27 99 

Shadow Warrior. 

.£27.99 


Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2.£13.99 

Capitalism.£9.99 

Championship Manager 2.£9.99 

Championship Manager Foreign Leagues Fr,Ger, fr 3 FOR £9.99 

Chronicles of the Sword.£8.99 

Cmusation.£9.99 

Cricket '96 (Electronic Arts).£10.99 

Crusader No Remorse.£10.99 

Dark Forces.£11.99 

Desert Strike & Jungle Strike.£9.99 

Destruction Derby.£12.99 

Doom 2 (Win'95).£13.99 

Earthsiege 2....£12.99 

F22 Lightning 2.£9.99 

Fade to Black.£9.99 

Flight Unlimited *DOS*.£9.99 

Full Throttle.£12.99 

Grand Prix Manager.£8.99 

Harpoon Classic.£9.99 

Heretic.£11.99 

Hexen.£11.99 

Holmes 2: Rose Tattoo.£10.99 

Indycar 2.£9.99 

Jimmy White's Snooker.£10.99 

Kings Quest 7.£9.99 

Lemmings Paintball + Oh No! More Lemmings + Ifmmings£1 2.99 

Little Big Adventure.£10.99 

Magic Carpet 2.£10.99 

Micro Machines 2 Special Edition.£10.99 

Monkey Island 1 & 2.£12.99 

Mortal Kombat 3..£12.99 

PGA European Tour.£8.99 

Pouce Quest SWAT.£9.99 

Psycho Pinball.£11.99 

Rebel Assault 2.£11.99 

Return to Zork...... £7.99 


Sam & Max Hit The Road + Day of the Tentacle.£13.99 

Screamer.......£8.99 


Sensible World of Soccer (Euro '96 Edition).£9.99 

Shell Shock.£8.99 

Space Hulk 2: V.O.T.B.A.£11.99 

Strife.£7.99 

Terranova.£10.99 

The Dig.£10.99 


Theme Park.£9.99 

Tie Fighter Collector's CD.£12.99 

Time Commando.£10.99 

Top Gun.£10.99 

Transport Tycoon & World Editor.£9.99 

Ultima 8 Classic.£10.99 


Ultimate Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

Virtual Pool..£12.99 

Wing Commander 3.£12.99 

Wipeout.£9.99 

World Rally Fever. £10.99 

Worms United.£10.99 

X Com: Terror From the Deep. £10.99 

X Wing Collection + Rebel Assault. £13.99 

Z.£9.99 



r_£22.99_^ ^ £28.99 : £28.99j; 
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101 Daimations Storybook/Print Centre. 


...£30.99/£28.99 


Hercules Ammated Storybook. 

Hunchback of Notre Dame/Pocahontas Storybook. 

Lion King Animated Storybook. 

.£30.99 

.each £30.99 

.£28.99 

Uon King Activity Centre. 

.£30.99 

Mickey & Crew Print Studio. 

.£28.99 

TlMON & PUMBAAS JUNGLE GAMES. 

Toy Story Animated Storybook/Winme the Pooh. 

.£31.99 

.each £30.99 

DORLING KINDERSLEY 


AA Driving Test Pass First Time.£19.99 

BBC Garden Designer 3.£19.99 

Corel Draw 4.£26.99 

Family Tree Maker (Europress).£16.99 

Hutchinson's Encyclopaedia '98.£29.99 

Infopedia UK.£12.99 

Kai's Power Goo.£29.99 

Mavis Teaches Typing V4.£24.99 

Ordnance Survey Map of Great Britain.£17.99 

Oxford Interactive Encyclopaedia.£19.99 

Partition Magic V3.£42.99 

Redshift 2.£30.99 

Taxcalc '97.£23.99 

The Unexplained.£9.99 
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CHILDREN’S 

DICTIONARY 


£19.99 



3D Skeleton. 

Amazing Animals Activity Centre. 

BMA Family Health Guide 
Castle Explorer 
Children's Encyclopaedia 
Childrens Multimedia Dictionary 
Chronicle of 20th Century. 

Encyclopedia of Nature 2. . 

Encyclopedia of Science + Nature + History .....£24.99 

Encyclopedia of Science 2. £25.99 

Encyclopedia of Space & Universe. £25.99 

History of the World. £19.99 

I Love Spelung/I Love Maths. .each £19.99 


My First Amazing World Explorer. £ 19.99 

My First Incredible Amazing Dictionary. £19.99 

PB Bear's Birthday Party. £19.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Insects 

& Bugs, Flowers, Classic Cars, Cats, Birds.each £ 8.99 

Stowaway. £14.99 

Ultimate Human Body 2. £25.99 

Virtual Reauty Bird/Cat.each £14.99 

Virtual Reality Dinosaur Hunter. £19.99 

Way Things Work 2. £25.99 


World Atlas for Windows... 


..£28.99 


Voice Type Simply Speaking.£42.99 

World Atlas V6 .£12.99 


3D Ultra Pinball. 

.£10.99 

7th Guest + 1 1th Hour. 


Ascendancy. 

Pin99 i 


| THE 10 OUT OF 19 RANGE 

is a highly-acclaimed collection of ineipensive packages 
aligned to the national curriculum which teaches solely 
through game-based activities designed to stimulate your 
children and interest them. Choose fromEariy Essentials 
(3-7 vrs). Junior Essentials [5-11), Maths Number (8-16), 
Maths Algebra (6-16), Maths English 6-16), French (6- 
16), German (6-16), Essential Science (5-12) 

£i7.v a_:_:__ 



LANGUAGE 


SoundBlaster AWE 64 Gold 

3D Stereo, 128 instruments, 10 
channel mixer, Creative Webphone 

SOFTWARE, MICROPHONE, SPEECH 
RECOGNITION SOFTWARE FOR UP TO 
30,000 COMMANDS(I) AND MORE!! 

£159.99 


0113 234 0444 

SALES HOTLINES 7 days 

0113 234 0999 

TECH SUPPORT 

0113 234 0006 

CUSTOMER SERVICES 

Mon-Fri, 9am-6pm 

0113 234 OTTO 

SALES FAX LINE 

email: GameplayUK@aol.com 


GRAPHICS CARDS 



THE WORLD'S 

FIRST SD 

GRAPHICS 

CARD!! 


Featurim the latest Power VR Arcah-ievii 
IP ACCELERATOR CRIP AMR A LIONTNINO FAST 
128SIT 2D SRAPHieS CARS, THE AFOCAtVFSI 5P 
IS TIE MOST POWERFUL ORAFNICS CARS 

availarle! Comes bunsles wiin Mech Warrior 
2, Ultimate Race, Wifeoit 2097, Tomb 
Raiser amb Terracise to oet you comet 

Apocalypse 5D 6MB RAM.£164.99 

Apocalypse 5D 8MB RAM.£189.99 

Apocalypse IPX - Power VR ID accelerator chip. 
Compatible with all DirectDraw 2D sraphics cards 
Apocalypse 3DX + 5 game demo CD .. .£64.99 
Apocalypse 3DX + 5 games listed above £94.99 


Alfa Twin Splitter Adaptor - run 2 or more joypads from 

one port. Supported by DOS & Win '95.£15.99 

CH Flightstick Pro Joystick . £49.99 

CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Force Feedback FX Joystick.£109.99 

CH Game Card . £25.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad “Pro**.£27.99 

Saitek Megagrip 8 Joystick...£8.99 

Suncom F-15E Talon . £44.99 

Suncom F-15E Raptor.£29.99 

Suncom G-Force Plus Yoke.£34.99 


Moosoft Sidewinder Precision Pro ....£47.99 
Microsoft Sdewindb Force Feedback. 
Microsoft Sidewinder Gametad . £29.99 



Dr Seuss ABC/G«een Eggs & Ham/Maths Workshop, each £23.99 

Harry & The Haunted House/Just Grandma & Me.each £23.99 

Kid Pix Studio/Little Monster at School.each £23.99 

Logical Journey of the Zoombinis . £23.99 

Ruffs Bone/Gregory & the Hot Air Ballon.each £16.99 

Sheila Rae, the Brave/Tortoise & the Hare.each £23.99 

EUROPRESS 

FUN SCHOOL 6 - Fairyland, Magicland, Futureiand £19.99 
Games Factory .£29.99 


GCSE Mayhs/Engush/Physcs.each £14.99 

MICROSOFT 

Creative Writer/Fine Artist.each £16.99 

Creative Writer 2.£24.99 

Fine Artist + Creative Writer Double Pack.£28.99 

Magic Schoolbus Earth/Body/Soiar System/Oceans/Dinosaurs each £24.99 
Ultimate Haunted House/Magic Schoolbus Rainforest ...each £24.99 
OTHERS 

ADI Boo Read & Count 4-5/6-7yr$.£18.99 

ADI English & Maths 11-12/12-13/13-14/14-15.£19.99 

BBC Wallace & Grommit.£16.99 

Iona Range - Millie's Math House, Muppets Beginning to Read, Muppets 

Read Listen Learn,Sammy's Science House, Etc.each £13.99 

Jan Pienkowski's Haunted House.£12.99 

Print Artist V4 (Sierra].£17.99 

Revise GCSE Physics, Biology or Chemistry (ACACIA Series).£18.99 

Sm Park/Sim Tunes.£21.99 

Studyworks Maths ages 14+.£14.99 

Virtual Springfield.£18.99 

Winnie the Witch/Fish Who Could Wish/Whales & Dolphins ..each £9.99 


THRUSTMASTER PRODUCTS 

Thrustmaster T2 Steering Assembly Comes with Steering Wheel 

Gearsuck, Pedals & Programmable Buttons . £99.99 

Thrustmaster GP1 Steering Wheel Bonus Pack - 
includes Network Q Rally, X Miles & Power FI £48.99 

Thrustmaster ACM Game Card . £26.99 

F-16 FLCS Joystick- Features Four 4-way hats, 3 Buttons, 

Dual Stage Trigger & Paddle Switch . £109.99 

F-16 TQS Throttle - True Repuca of F-16 Throttle Quadrant 
System. Targeting Cursor Control, 4-way radio switch, etc! 109.99 
F-22 Joystick . £129.99 


X-Fighter Joystick. £38.99 

RCS Rudder Control.. £119.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Thrustmaster Phazer Pad. £25.99 

Top Gun Official Joystick - 4 Way Hat Switch, Weighted 
Base, 3 Beveled Buttons, Quick Action Trigger and 
Thrustmaster quality and durability!_ £29.99 


Top Gun Joystick + Top Gun game (by Microprose).£38.99 



Unarguably the best bundle this 
Christmas! Excellent reviews 
from all magazines, every feature 
conceivable - call for more info 
£84.99 


Brilliant new concept in games 
control auows you to play and 
master complex games more easily. 

Simply touch the picture to 
control the game! Fuuy 
programmable, 8 WAT THUMB pad 
£39.99 



Gloml Languages - Learn to speak French, 
German, Italian or Spanish through ustemng, 
speaking and writing. Three levels on each disk - 
Beginner, Intermediate and Advanced 

ONLY £19.99 Each 

Berlitz Thwk & Talk Range 

French/German/Spanish/Italian. .Each £44.99 

Eutofttss Language uis French, German, Russian or Spanish. Give 

your child a head start with these fun to use packages.£16.99 

Language Asbtant (Translator) Easily translates documents from 
or into French, German, Spanish or Italian.Each £19.99 




NEW Megapad MX632M 

8 BUTTONS, INDIVIDUAL TURBO AND AUTO¬ 
FIRE SELECT, LED, AUTO-CAUBCATING, 15 PlN 

£14.99 


Saitek Acemaster 18 
4 Microswitched fire buttons with 
TURBO-FIRE, HAT SWITCH, SEPERATE 
THROTTLE LEVER, PROTEIN RUBBER GRIP 

£28.99 

Saitek X36F Programmable Flightstick.£59.99 

Saitek X35F Throttle Rudder System . £39.99 



Cieansweep '97. £32.99 

r *SS>' \First Aid '97 for Windows '95. £21.99 

\ First Aid '97 Deluxe for Windows '95 ....£35.99 

£21.99 \McAfee VirusScan V3. £24.99 

, McAfee VirusScan inc Q'ly Updates .£36.99 

EiS^NuTS & Bolts. £38.99 

PC-Cilun '97. £24.99 

Uninstaller 4.5. £30.99 



MAD CATZ 
STEERING WHEEL 


comes complete with gearstick and foot pedals 

ALSO HAS BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/ACCELERATOR 

functions. Suitable for use with almost all driving 

GAMES, EG GRAND PRIX 2, WlPfOUT, FORMULA 1, ETC 

PLUGS INTO ALL 

STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 

SPECIAL OFFER!! 
BUY A MAD CATZ 
STEERING WHEEL 
AND GET £3 OFF ANY 
DRIVING GAME 



FI Sim Compact Steering Wheel.£69.99 



eft n n out this order form and post to: 

Ml <§AMEf 


Item description 


Price 


AMEPLAY, 21 st CENTURY HOUSE, 
CR05S CHANCELLOR STREET, LEEDS, LS6 2TG 


Name-.. 


..Have you ordered before? Yes / No 


Address:. 


Postcode:. 


..Signature: . 


Tel:. 


..Fax:.. 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE 

£ 

Postage is FREE for all gomes shipped within the U.K. DO D 

Ootional NEXT DAY DELIVERY available: £4.00 for 1st 

£ 

item plus £1.00 for each subsequent item. T/>TA| 
Overseas postage - £2.50 per software item. 1 wl ML 

£ 


I 


CashD Cheque □ Postal Order Q Card[] 


ss 


Cheques payable to 'Gameplay 1 . 

Prices correct a* time of going to press. E & OE. 


Card No. □□□□□□□□□□□□□□□□□□ Expiry Date □□/□□ Issue No. □□ 


UPC(1 1) 


mm/fmVP.IQANDiNUUD! N £j:mSI M A f mi‘^P>>'>^ dates for CHRISTMAS: by credit card - 15/12/97, 
BY CASH/PO - SEND BY 11 /1 2/97, BY CHEQUE - SEND BY 4/1 2/ 


Y2/97 Please call for delivery charges after these dates as 










































































































































































































































































































































































































































































































































































































2B WDRKinProgress 


This month we take a look behnd the scenes at Eidos to see 
the games we may he playing in the near future... 


-ter - 






There are many, many dangers 
on the streets of Omikron 








* 4 * 




. ** 

t ' 



1 his new trinket from Eidos certainly 
* has the potential to be a huge 
success in the gaming market. Set in the 
future of another dimension, Omikron is based 
in and around a huge 3D city of the same 
name, allowing characters to interact with just 
about everything around them, including the 
control of various different anti-gravity 
vehicles, conversing with the native urban 
dwellers, and some bare knuckle fighting 


thrown in for good measure. The animation is 
excellent, mainly because the designers have 
used real time motion capture to impart the 
feeling of 'real' movement to the characters. 
They have even gone as far as using several 
Martial Arts world champions for some of the 
fighting sequences. And, for the first time in a 
computer game facial motion capture has 
been utilised fully, to offer incredible depth to 
the personalities and mannerisms of the 
inhabitants of the city. The graphics look to 
be rather stunning, as the game uses one of 
the most powerful 3D engines available today, 
combine that with startlingly fluid camera 
movement, and a good solid storyline, and 
you've got the makings of a slick, stylish, and 
very playable adventure. 



\ 71 


** 
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Explore the huge 3D world with 
some sound futuristic vehicles 



The landscapes are rich and 
green, shame about the people 


T 


hanks to an original concept by Ian 
Livingston, the makings of a 
monstrous new game has begun. Plague is 
based in the mid-seventeenth century, and 
offers all the wonderful opportunities that 
the era can, like disease, famine, death, etc. 
The adventure combines the best parts of a 
real time war game, and a resource 
management sim, sounds good so far huh? 

The player's job, as you've probably already 
guessed, is to be crowned High King, but that 
isn't as easy as it sounds, as there are a 
number of obstacles to overcome, from nearby 
towns challenging your supremacy, to heresy 
and unrest within the confines of your own 
city walls. Explore the huge 3D world that is 
Plague, with no fixed cameras, and artificially 
intelligent ministers to aid you when you're 
away on, err, business trips! A delicate 
balance must be sought between keeping 







order within the home walls, establishing 
diplomatic relations with the surrounding 
towns, and finding the resources to keep 
military units armed and supplied. There are 
twenty nine different characters available, 
including a selection of military units, 
farmers, spies, wizards, and heroes that can 
be found around the place, and all can be 
recruited if the need arises. To help ease you 
into the game, there are three levels of 
difficulty to be overcome, Pawn, the easiest, 
then Rook, and King, the hardest. 




fs0Uff.HkJnn t)rxo Knkfx 


With a good selection of units to 
choose from, play is rarely dull 
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lighting combined with fluid camera movement 
and awe-inspiring graphics will turn it into a 
mean game. Of course no game is complete 
without the odd beasty or ten, and Dark 
Project is certainly no exception to this. The 
few I have seen so far have been truly strange, 
one being a cross between Edward 
Scissorhands and something lizard like from Dr. 
Who, another a queen bitch from hell with 
blades for hands, and I must mention the 
yeti/goat/demon crossbreed, oh-er! I think I'll 
leave it at that for now! 


The lighting effects throughout 
are impressive to say the least 


A few years ago Looking Glass brought 
forth a revolutionary new concept in 
first person gaming with the very 
popular title Ultima Underworld , and 
its equally impressive follow-on System Shock. 
Recently they proposed to do it again, with an 
all-new adventure, aptly named Dark Project. 
There is a wonderfully dark and brooding 
atmosphere to the forthcoming release, with 
some truly amazing real time lighting effects 
which give the whole thing such ambiance, as 
will scare the willy's out of most people. The 


Dark and dingy rnnms gives the 
game plenty nf atmnsphere 


A ssault Korps from Corrosive looks set 
to be a winner, as a real time 
strategy game on the lines of Syndicate and 
Cannon Fodder, but with superb looking 
imagery. The world of the Korps is a 
beautifully rendered third person pespective 
3d affair with some lovely attention to 
detail, including very atmospheric lighting 
effects, with trees that even look like trees. 
The player can command a squad of up to 
eight highly trained soldiers, with state of 
the art weaponry, and very efficient artificial 
intelligence. The squad can be split into 
groups to allow for attacks on several fronts, 
so if for instance you needed to take a 
building with two entrances you could 
programme one group to infiltrate the rear, 
while you advance on the front. This feature 
will really make a difference between coming 


out on top and getting shot to pieces by the 
enemy. The game relies heavily on route 
finding for the troops on both sides, so the 
fact that the unit has some ability to look 
after itself, and overcome obstacles without 
the need for the players constant attention, 
means that more emphasis can be placed on 
approaching the missions properly, and 
ensuring the objectives are fulfilled. When 
the need for hostilities does arise, then use 
of the pre-programmed formations will allow 
quick and efficient placement of the squad 
for immediate action. They have even 
included a self mapping system to save 
disorientation and confusion 


Most bases are heavily guarded, 
so stealth is essential 


The game offers some excellent 
realistic lighting effects 
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11B ST sighting 




This month we are proud to get a first good look at Activision’s most exciting 
new game to date, in which players control an army of mechanised machines, 
but all from a first person perspective! 



Publisher: Activision 

Developer: Activision 

Release: Feb 98 

Website: www.activision.com/ 
Players: TBA 




The dashboard is decked out with 
a 3D terrain map, weapon select 
and gauges for health and ammo 



he original Battiezone came out 
nearly twenty years ago and was 
one of the original arcade 3D battle games 
and it is fitting that the name should 
be used for another new advancement 
in gaming. Here we have the beginnings 
of a C&C style game, which for once will 
not look like a complete clone. Players will 
no longer be relegated to a backseat role, 
viewing the events from a long distance 
whilst watching their troops slowly being 
slaughtered beneath them. Now you are 
the commander in the thick of the warfare, 
not only do you have to look after your 
units but also watch your own back too, 
and pitch in when the going gets tough. 


Pull a moon 

The missions take place on moons and 
planets near to Earth. It has been set 
around a time when there are battles 
between what look like Americans and 
Soviets, though it's obviously set in the 
future. The first mission takes you through 





a training scenario, to get you used to 
your own vehicle. This talks you through 
the general steering, strafe and vertical 
lift manoeuvres as you spin smoothly 
across the moon's surface. 

Battiezone is already looking fantastic, 
the craters and geysers are all really well 
detailed and it makes you feel like you are 
really out in space. The controls for your 
craft are the same as in most new first 
person games, with the mouse as a view 
and the cursors to move forward etc. There 




are also about four view options; sitting 
on top of the vehicle, chase, forward and 
behind. The scope of the game seems 
endless: you can drive for ages but still 
know where your base and targets are 
by looking at the 3D map in the bottom 
left-hand corner of you screen. 

Screen saver 

Your units come up as green dots with 
letters in them. For example the letter 'D' 
pin-points your defensive vehicles and 'U' 
is your utilities, such as your scavengers 
(more on that later). Also in your cockpit 
you have gauges for your own health and 
ammunition supplies, which obviously need 
to be seen to once they have depleted. In 
the bottom-right of the cockpit is your 
weapon select. At the moment they have 
come up with four pretty fantastic beasts 
to get your fingers on. They are the At- 
Stabber, MAG Cannon, Howitzer and the 
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FIRST sighting 




THE NEW 

nniEiume 


iMMiinrtH 

The first Battlezone was a 
classic arcade game. Players 
viewed a limited landscape 
made up out of pyramid 
wireframe mountains, and a 
horizon through a periscope. 
You drove around in a tank 
and had to fight a variety of 
enemy tanks. At the time 
this was state of the art 
stuff, so it really does seem 
fitting that its descendant 
should also be revolutionary 


Thumper Device. The At-Stabber is a 
standard cannon that fires long range, the 
MAG Cannon is really powerful but takes 
about 20 seconds to get going so is better 
for stationary targets; The Howitzer is 
pretty cool and makes craters in the 
ground when it explodes, and the best 
of all is the Thumper Device which sends 
shockwaves through the ground, causing 
everything to ripple as if someone had 
shaken it like a rug! 


Battlezone is already looking fantastic... 
it makes you feel like you’re really out in space 


do tend to be the first units to bite the 
dust. This is where your 'scouts' come in. 
You can assign these units to either follow 
you, follow a scavenger or stick around at 
the base - pretty much whatever you want 
it to. This is the same with all the units in 


For example, the base can also be 
guarded using Turrets. These, like all of 
the units, hover into place and are best 
placed around your base for early warning 
purposes. You simply click on the Turret 
and then choose to deploy it somewhere 
else. Your sight will change to a diamond 
that appears on the ground: simply click 
space and the Turret will position itself 
there. The ideas are the same as in C&C 
- plus all the other games that have come 
after - but you are more involved with 
what is going on and can see everything 
from a different perspective. It is also 
quite funny because your units are always 
bumping into each other, and you, if you 
don't keep your distance! 

Battlezone has got us hooked already! 
With missions on the Moon, Mars and an 
ice planet being constructed as we speak, 
this looks like it will be a huge game in 
all respects. Knowing Activision too, I 
wasn't surprised to see some sort of Mech 
walker in there either. Even though the 
texture maps weren't in place, they did 
look extremely like the Scout Walkers in 
Star Wars, but who can tell at this early 
stage. Other fun elements are the fact 
that your own craft can be destroyed but 


Save the planet, recycle! 

You begin one of the post-training missions 
in your own little tank along with a 
Recycler. This unit is your back bone, it 
starts with useless junk or scrap and 
converts it into other useful units. You 
begin with around twenty 'scrap' to use 
and are encouraged to create a 'scavenger 7 
to replenish 'scrap' levels as they reduce. 

This feller is a vulnerable chap who 
potters around clearing up the mess and 
debris, which seems to be mainly the 
result of all this warfare. This is a good 
excuse for getting into battle. The 
scavengers are not armed in any way so 



fact. To give orders to the units you have 
to aim your sights at the desired vehicle 
until the green contact line appears and 
upon doing so a selection of further control 
options is supplied. 


you can eject out, wander back to base 
and still order your vehicle factory to build 
you a new personnel carrier and continue 
in that. Excellent - they'd better keep that 
in the finished version! ■ 
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Publisher: Grolier Interactive 

Developer: Simis 

Release: February '98 

Website: N/A 

Players: 1-8 
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XenicraGy 

Politics, warfare, research, and alien integration - master them all to win! 


O nly you can save the world! 

The very future of your 
civilisation hangs in the balance, as 
the four major super powers. Earth, 
Venus, Mercury and Mars battle it out 
for dominance. You take the role of 
Wing Toucher, commander of the elite 
UPN peacekeeping force. Your mission, 
should you choose to accept it, is to 
keep the political and economical 
situation of the entire solar system 
stable and working. The playing area is 
huge to say the least, with four major 
planets, and the intervening space to 


wander in, the world is your oyster so 
to speak. Instead of the usual set 
series of missions to be completed, 
Xenocracy offers an excellent but 
rather unusual approach to its 
assignments, in that they are created 
randomly over more than seventy 
locations. This as you can imagine 
gives the game a very 'real' feel, not 
to mention the concept of never 
playing the same game twice! 

Sortie tout 

There are two modes of play available. 
Arcade and Simulation. Arcade allows 
the player to dive straight into a full 
on mission, in the cockpit of a horribly 
armed ship, with no distractions but 
the enemies in visual range. The 
simulation mode however, is far more 
in-depth, allowing the player to choose 
an appropriate sortie according to the 
defence needs of his home world. In 
this mode there is also an option to 



You get to drive io all sorts of weird and 
wonderful vehicles, and on a multitude of 
terrains from space to who knows whati 


research and develop new technology, 
covering mainly ships and weapons 
including items such as Agility, Stealth, 
Decoys, Sadam, Speed and Energy 
Banks. The ships themselves are many 
and varied, like the standard Delta Class 
Fighter, Catapult Heavy Fighters and 
general Freighters, to name a few. They 
all have a very clever user-configurable 
head-up-display to aid the pilot 
through the many inevitable 
encounters. If you happen to be 
connected to the net, or just have 
several machines networked together, 
Xenocracy allows a monster eight player 
death match option, for those who 
prefer living' adversaries. Well give you 
the full review of this game as soon as 
we can, so keep reading! ■ 
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JatL is laus ; 



O ver the last few months we've 
seen several new golf sims 
plug into the market, and I'm glad to 
say most of them have certainly been 
at least reasonable - and Jack Nicklaus 
5 is definitely no exception, with a 
plethora of options, and masses of user 
definable niceties. 

Once the game is started, it puts 
you straight into control with a well 
laid out front end and some groovy 



The front end is sensibly laid out, not to 
mention intuative and easy to use 


sounds to put you in the mood. It is 
quite possible to dive in and practice 
right away, just tick a player, choose a 
course and you're away. The first thing 
that really hit me was the friendliness 
of the game, it was very intuitive, I 
even managed a two over par on the 
first hole! (That might not sound 
impressive to you, but it certainly 
surprised me!) As well as the 
traditional three click swing method, a 
two click, and a swing tech mouse 
meter can be toggled in the options to 
create the best conditions and 
atmosphere for the player. At the 
beginning of each hole the designers 
have included a very useful little video 
of the hole, a spoken description of it, 


and its potential traps. There is a 
distinctive 'real' feel about the 
animation of the golfer, he will move 
about the way any player would, test 
the ground, and generally make himself 
comfortable before taking the shot. 

The main screen is well thought 
out, well laid out and has only the 
necessary information, easily 
accessible from the info bar, which, 
most helpfully can be moved anywhere 
on the screen. From the information 
bar, the player can bring up a 
miniature picture of that particular 
hole, change the viewing angle, 
pinpoint the flag, check the wind 
situation at a glance, or choose a 
specific club if necessary, but the 
game will automatically pick the club 
it thinks is the correct choice for the 
shot anyway. 

Of course there is 

A huge six courses are included in Jack 
Nickiaus 5, namely Halalai, Mount 
Juliet, Lake Las Vegas, Monterey Bay, 
The Challenge of Danger Bay, and 
Arctic Fantasy. All have very different 
attributes and vary in difficulty from 
reasonable easy to blinkin' hard, 
depending on your level of proficiency 
that is. Combine that with game 
selection screen of epic proportions 
and you might get the idea. 

Including such games as Stroke Play, 
Match Play, Best Score Competition 
(handicap and pro), $1 Million Skins 
Challenge, Sudden Death, Bingo Bango 
Bongo(?), five Accolade tournaments, 
and three Certified Games, (pro, scratch 
and handicap), it looks damn good so 
far. I'll let you know more when we get 
the full version. 



Publisher: 

Electronic Arts 

Developer: 

Accolade 

Release: 

January '98 

Website: 

www.accolade.com/ 

Players: 

1-4 
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HH| aving met the Collyer 
mmm brothers, Oliver and Paul, 
once before about 18 months ago, I 
kind of knew what to expect when I 
got to their plush new offices in 
London - and they didn't disappoint! 
Pleasantries aside, the topic of 
conversation soon found its way to 
football and, in particular their beloved 
Everton. I wasn't in the least bit 
surprised, hell, I'd have expected 
nothing else from the lads responsible 
for the Championship Manager games. 
For these guys live and breathe 
football. It's their passion. A quick 
glance around the office reveals the 
extent of their fanaticism; pictures of 
footballing greats take pride of place 
on the walls, footballing literature fills 


the shelves and, not surprisingly, 
football games litter the office. 

Unfortunately, as much as the lads 
would have liked to have sat around 
and talked about Everton all afternoon 
(in between getting beat at IS564), the 
topic of conversation was inevitably 
steered towards Championship Manager 
97/98 and their next project. 
Championship Manager 3. Here's what 
they had to say... 

One thing we've noticed with CM 
97/98 is that it's much harder to score, 
making the final scores much more 
realistic. Is this something you 
purposely worked towards? 

PC: Yeah, I rewrote the match engine 
because I wasn't happy with the realism 


and also it seemed to be open to a lot 
of cheating with ridiculous formations 
leading to ridiculous results. 

So you can't overload the attack and 
win every game anymore? 

PC: No, no, because you won't get the ball, 
the other team will win the ball in midfield 
and you'll get beat. In theory anyway! 


These guys live and breathe football. 

It’s their passion 


People will probably work on other 
cheats, but we think we've closed most 
of them down. 

It is a lot better. In CM2 you could 
end up with scores like 6-5, but in CM 
97/98 I actually kicked off the season 
by keeping three clean sheets! 
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Win the league and ysu get to 
take part in the prestigisus 
European Cup 


CONTROL 


Oliver and Paul are both 
understandably proud of the 
simplistic menu system used 
in CM 97/98. Avoiding the 
temptation for a flashy, but 
confusing icon-driven control 
interface, they opted for text 
boxes which players click on 
to access the various parts of 
the game. Although 
wonderfully simplistic, the 
only problem with the 
system is that as players go 
through the many sub¬ 
menus, they have to come 
out through the same way, 
which can be a tad irritating. 
With CM3, the Collyer's plan 
to have an even easier menu 
system which allow players 
to access all the parts of the 
game from the one main 
screen. Although they're still 
working on the design, the 
early version UPC got to see 
was based on a similar 
system to the menu bar used 
in Windows '95, although 
along the side of the screen. 
It looked superb and would 
allow players to get around 
the game much quicker and 
easier than in CM 97/98. 


PC: Really! No, it's true, there's more 
need for your goalscorer-types in the 
new version. You can't just put anyone 
up front and score lots of goals, you 
have to have people who can put the 
ball in the net. 

In the original, you could end up 
with a 30 or 40 goalscorers each 
season, but in the new one I think my 
top scorer is usually around 12. 

PC: Yeah, you've got to be functioning 
really well as a team to get near 
something like 20, or 25. 

It can be really infuriating in the new 
game, because your striker can have 5 or 
6 six shots, but not hit the target once. 

Wednesday 16th July 1997 


Done Conxion < 


Co*r>p<'^iT> Squat 


I England | 1 I 


I England _ j 3 | 


0 C: Yeah, but you could say that that's 
like real football. 

PC: A thing that was built into the new 
game was that if the supply for the shot 
- the cross, or the pass - is not as good 
as it could be then it can make it more 
difficult for the striker to get the shot 
on target. 

Yeah, it's a little more clever than 
beforehand when it was just 'has he 
received the ball? Yes! Then he can 
have a shot.' It didn't depend on the 
quality of the ball. Now it's slightly 
cleverer than that in that there's 
refinements to make it a bit harder 
to score. 

So the quality of the ball can result 
in the quality of the chance? 

PC: Yeah! So, you could have the best 
passer in the world supplying an 
average striker and he'll probably score 
more goals off his passes than a great 
striker will from loads of lumps that 
are bouncing around in the box that he 
has to control first. 

Though it is more teamwork, isn't 


England 


I - I_L 


Gaty Neville 
Graeme Le Saux 
Tony Adams c 

Gareth Southgate 
Sol Campbell 
David Batty 
Paul Gascoigne 
Les Ferdinand 
Alan Shearer 
David Beckham 
Robbie Fowler 
Tim Flowers 
Paul Ince 

Teddy Sheungharn 
Phil Neville 


it. You have to choose the right player 
for the right job. 

PC: There's also more emphasis on 
having players who can win the ball 
back. I remember in CM2 you could field 
loads of playmakers and create a bucket 
load of chances which isn't realistic. You 
need someone to win the ball in the 
first place. 

David Batty? 

PC: David Batty, yeah, or Roy Keane, 
blah, blah, blah! 

Or Joe Parkinson! 

PC: Yeah, but he's crocked, isn't he? 

Oh, so the excuses are starting 
already! You got beat the other day, 
didn't you? I hear Howard Kendall could 
be losing his job, you going to apply? 

We applied for the last job actually. 
How come you didn't get it? 

Well, Peter Johnson wrote back to 
us saying we didn't have the necessary 
qualifications. 

Christ, what more do you need? 

PC: I know, well Peter Johnson's 
obviously not played the game. 


10 0 
il«w Ferdinand 



Beckham Gaveowe Ba'ly 

. ^ v/'.m 


a 

Gaty Neville I 


f > A 1) 

Campbell . r >Gu»hc»*e Adams 


For the lew who reach the very top o! the maoagement leagoe, there’s the possibility of a oatiooal job arising and the chance to win the World Cop 
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Ali Benarbia (Monaco) 


TO BE PLAYED 


it Round First Legs 


Boavista 
Rapid Vienna 
Kilmarnock 

Slovan Bratislava (sio) 
FC Flora Tallinn (Est) 
IBK Keflavik , (ice) 
Glentoran 
Salonika 

Bohemians Prag. 
Besiktas 


AaB 

Apollon L 

Brann 

Chelsea 

Grasshopper/ 

Helsingborg 

Katowice 

Kutaisi^*^ 

Lokomotiv SoTia 

Maccabi Tel Aviv 


I (Cenlr 


Bo-h?4, 


26) France (5 caps/O gl). 


Luis Boa Morte (Arsenal) 


All the new miss and formats for the European competitions have been added to the name. Unlike the original CM2, which seemed biased towards 
English clubs in Europe, it’s now much harder for them to be successful 


sent out letters to fanzine editors all 
around the country getting them to do 
the stats for you so they were as 
accurate as possible. How did you get 
the stats and information this time? 

This time we used the Internet. We 
found that a lot of the fanzines are on¬ 


with each player having a character 
profile and you could have conflicts 
between players and managers, where 
did that go? 

Well, we didn't want to get sued so 
we took it out. 

PC: Well, it was partly that, but also 
that one word doesn't really reflect 
someone's personality. We couldn't 
really take it any further without 
risking making the game unrealistic 
because you'd have to know the 
personality of the player. 

31 I remember when you did CM2 you 


: I think they wanted someone with 
European experience. 

PC: Ah, well when we've done CM3... 

A lad I know applied for the Torquay 
job a while ago and did quote CM2 
amongst his qualifications, 
unfortunately the club weren't having 
any of it! Anyway, back to CM 97/98. 
With the original, one of the 
disappointing things was that at the 
end of the year, any youth players you 
had just disappeared. 

Yeah, it's a bit different in CM 
97/98 because you can actually acquire 
them from the free transfer list. 

PC: With the original CM2 they just 
joined your squad, didn't they? But we 
didn't like that because we thought 
there was no skill involved - it was pure 
luck, so we made it so that it creates, 
say, a couple of hundred new players 
and you just go in and get the best 
ones you can. 

It's something we're going to look 
at in CM3, we just weren't happy with 
the way things were. 

Intelligence has gone! 

PC: Yeah. I thought it was too much of 
a non-football thing and I put in an 
adaptability which is essentially how 
well a player can adapt to playing out 
of position, his moving to another 
country, it will effect his influence over 
the rest of the team. 

Jf In the original CM on the Amiga, 
you had something similar to that 


The commentary sucks so we didn’t 

bother potting it back in 


line anyway. Generally, we've not 
necessarily just used fanzines, we've 
used people who're fans of clubs. What 


Who said the life of a games 
developer was easy! These guys 
are hard at work, honest! 


Eric Tinkler (Barnsley) 


Juninho (Atletico Madrid) 


Christian Vieri (Atletico Madrid) 


MMTteMor /Centre 


lAqe 24) Brazil 


(Age 25). South Afrtoa 


Vge24) Italy 12 caps/1 gl). 


Don* 


bone 


111 of football’s greats can be found in the game, including Christian Vieri, Juninho and err, Barnsley’s Eric Tinkler! Now did he get in there? 
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Danny Murphy (Liverpool) 


Delermination 
. - Dribbling 

H Heading 
influence 

vf: Injury proneness 
| Off the ball 
Pace 

**£tats this season 
%4 Domestic 
European 


Attacking Midfielder (Centre) 


8 '' '^Passing* * 

* '6* Positioning 

12 ,. Set Pi eces __ 

_ 9 „_^Shopfirtg-.— ; -• ___ " ' 

~ ^ 7 ^. .L Starnirra . „j, ... 

I Technique 

II Current Form * 

17 Morale l 

1 jPhjgical conditio n 70% 

o n T o o o 

o jtr o cj o o 

it ^ o o o o a 


t wfppii 

l t s t-jjtoptiti* . Obp ** 

r r-% 
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CM97/98 is right up to date with 
ail the recent transfers 


we did, I don't know if you've seen it 
at all, we put the player database 
actually on-line and invited people to 
criticise it. Basically we said 'if you 
think there's something wrong, e-mail 
us' and we had hundreds and hundreds 
of e-mails. Each club had its own page 
with all the squad and everything, 
including hidden attributes! 

It takes such a long time to co¬ 
ordinate such research, but because 
we've got this giant registration of 
people who play Championship Manager 
we can immediately call upon all the 
people who support a club and say 
'look, can you help us with this data?' 
and in three days it's done. I think if 
you don't have that sort of support 
behind you, it's very difficult to find out 
about Torquay United, or whoever. 

PC: For CM3 we're going to do more in 
terms of finding people for particular 


There’s only one prerequisite to 
working at Sports Interactive, and 
that’s love for football. Everyone at 
the company is a keen football fan 




clubs that we don't know anything about. 

In CM2 it wasn't too hard to take a 
club like Torquay to the Premiership, but 
in CM 97/98 it seems a lot harder 
because it's so much harder for clubs to 
survive financially. I was losing money 
every month and had to sell all my best 
players at the end of the year just to 
survive. Was this designed to stop clubs 
like Torquay progressing up the divisions? 
PC: Yeah, that was something that we 
looked at, but it's not so much 
connected with attendances, but we 
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have weighted the financial thing in 
favour of the Premiership clubs and 
that's the way it is for real. If you're in 
the Premiership you average £8 million 
just from TV every year! 

But the money can filter down 
through the divisions and it's still 
possible to take one of the smaller teams 
into the Premiership. It's just a case of 
trying to get hold of some of that money, 
or perhaps selling the right players at the 
right price at the right time. 

Having played the new version quite 
a bit. I've noticed that players don't get 
rated as highly as they used too. Have 
you changed the ratings system? 

PC: Yeah, when we rewrote the match 
engine. The rating system is such an 
annoying thing because every time you 
change one little thing you have to go 
back and you have to run through two 
seasons to make sure that all the 
goalkeepers, defenders, midfielders and 
strikers are averaging about the same. 

But you can change one thing, like we're 
not getting enough goals and 
immediately all the strikers ratings and 
values get higher and in seasons to come 
you find there's too many good strikers 
around and not enough defenders. You 
can literally change one line of the code 
and the effects are hideous. 

The rating system was changed near 
enough everyday whilst we were 
developing CM 97/98, it just had to be 
and hopefully it was balanced in the end. 

How does the match engine 
actually work? 

PC: It's a trade secret! No, it's obvious 
really, it's just like real life - it's chance. 
OC: Basically the game looks at who's 
on the ball, what they might do with it 
and how well they'd do it. Do that loads 
and loads of times and you end up with 
a game. 

Is there one stat that stands aside 
as being more important than any of 
the others? 

PC: I think the hidden ability probably. 
The overall ability. You have to judge 
that on match ratings, transfer fees and 
the like. 

It makes the manager have to work 
that little bit harder, I suppose. 

Well he'll have to work his nuts off 
in CM3 because there's going to be 
even more. 


More what? More stats? 

Oh yeah, millions more! 

PC: If you're interested in a player from 
Ethiopia the initial information you'll 
get on the player factfile might be that 
he's got good heading, but the rest 
might be question marks, or 
randomised, we're not sure yet. 

And you've got to scout to find the 
information out. 

In CM 97/98 if you've got 16MB 
RAM you can run up to three national 
leagues concurrently and you can 
transfer from country to country. Is that 
the way you're taking CM3 ? 

Players will be limited only by the 
spec of their machine. 

PC: Yeah, if you have a super-computer 
you'll be able to run everything. 

What's everything? 

PC: Err, the world! All the major leagues 
that you would expect to be interested 
in managing a team. So you could go to 
America say. 

At the moment we're looking at 
least 16 different leagues. 

I remember the last time I came 
down and you were saying how you'd 
like to incorporate chairmen and the 
like into CM3. 

Totally, yeah! We've got all the non¬ 
playing staff. 

PC: We haven't just researched all the 
players for these sixteen leagues, we've 
researched all the people; the chairmen, 
the coaches, the phsyios, everything. So 
when we ask people for information on 
teams we get the lot. 

So you might join a club and find 
you've a right tight chairmen who's not 
prepared to invest any money? 

PC: Definitely, or you may have a real 
strict chairman who'll give you two 
games to get things right or you'll be 
out on your ear! 

No commentary, any reasons? 

The commentary sucks so we didn't 
bother putting it back in. 

PC: I didn't like it. I like Clive Tyldesly, 
but I don't like the commentary. 

It was too much like every other 
game with commentary in that it just 
sounds bollocks. It was a nice idea, but 
I just don't think it works. 

PC: You've got to have the real names 
in, this stuff where they don't have 
player's names, it's not like real 




1 1mi view 



commentary. When you've got 20,000, 
or 30,000 players, like there's going to 
be in CM3, how are you going to do it? 
3E: You'd have to lock Clive in the 
recording studio for a couple of years! 
PC: I think people make their own 
commentary anyway. If you're sitting in 
a room with the lads, you might be 
sitting there going 'oh, it's a great 
chance, he's scored!' 

3E: Well, occasionally I suppose, but 
we'll keep that quiet, okay? 

PC: No, put that in, I want it said that 
people should do their own commentary. 
JE: So you won't be having any 
commentary in CM3 ? 

PC: We're not planning on it. 

Sorry, what are we not planning on? 
PC: Commentary. 

No, I don't think we'll do that, but 
we'll probably have some sound FX. 

PC: We'd like to get loads of dats of 
different games without commentary, 
just sounds from different countries and 
put them together for the actual match. 

But it's got to be good. We want to 
have it in stereo so you can hear the 
home fans and the away fans. 

3E: Are you looking at on-line gaming 
at all? 

PC: Obviously, it's the logical way it's 
going to go. 

CM4\ 

PC: The thing is, with CM3 we aren't in 
a position to look at it as an on-line 
thing, because we have to make it 
perfect first, but once we have CM3 


Football isn't the only thing in the 
life of everyone at Sports 
Interactive, there’s Quake and 
Duke Hukem 30 tool 


to see Championship Manager actually 
advertised on the pitch during the 
Liverpool-Strasbourg game. It makes us 
feel really proud. 

PC: I would have been, but I didn't see 
it. I was on the toilet! 

Eidos have been really good in 
advertising and promoting the game. 
They've worked hard at pushing it and I 
think it'll pay off. 


then we're going to start looking at 
putting it on-line and running leagues. 
That's the long-term plan. 

My aim is to not have people 
talking about fantasy football anymore, 
but have them talking about 
Championship Manager. 

PC: Exactly. We're going to take over. 
JE: So, got any more information 
about CM3 ? 


...the prospect of CM3 became more mouthwateriog 

with every inch of countryside that sped past the window 


With that final comment the 
conversation once again drifted off to 
all things Everton and before I knew it 
I was back on the train heading 
towards Devon. As I mulled over what 
had been said, the prospect of 
Championship Manager 3 became more 
mouthwatering with every inch of 
countryside that sped past the 
window. By the time I got home there 
was nothing else for it but to get 
straight back into Championship 
Manager 97/98 and while away the 
hours, one-by-one, until Championship 
Manager 3 arrives. K 

Manager Information 


There is one more feature which is 
Network support. 

PC: Yeah, that's a good one. You'll be able 
to have players doing their own player 
searches and stuff like that all at the same 
time. As you know, it can be frustrating 
when someone wants to sit around for two 
hours doing a player search. 

But the game won't progress until 
everyone is done. 

When you see Championship 
Manager advertised on prime time TV 
during the football, how does it make 
you feel? 

It's unbelievable! We were amazed 


Lecce Fixtures 1997/8 


Empoli 

Parma 

Udines* 

Lazio 


'NapotiT - 

Bologna 

Brescia 

Roma 

Milan 

Ataianta 


Player Search & Transfers 


Friday 22nd August 1997 


Reputatior 




Resign As 
Manager 


Championship Manager 2 Enhanced 


Manager 

Info 


Squad 

Details 


Competition 

Info 


Done 


Board & FA 
Confidence 


Player Search 
& Transfers 


Rdund Results 


CM 97/98 uses the same text-drivea menu system as in the original CM2. Getting around the various parts ol the game is quick and simple. The match 
tactics screen has also remained true to the original game, although players can now select penalty takers and there’s more formations tn choose from 
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ATMOSPHERE 
IS ALMOST 


The place is utterly stuffed 
with atmosphere, from the 
chilling background music to 
the dark, oppressive feeling 
that the very walls are 
pressing in, it really drives it 
home that you are alone in a 
very, very dangerous and 
devious place. One minute 
you are carefully making 
your way down a well-lit 
corridor, then the next you're 
standing on the edge of a 
bottomless chasm, with a 
single tower in sight in 
the midst of a sea of 
impenetrable blackness. The 
strangest sight is a tortoise, 
bobbing gently in mid-air 
next to the edge on which 
you stand, ready to take you 
to whatever fate awaits you 
in the unknown beyond. 
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You’ve read the book, oow play the 
game, lao Livingstone’s fantasy 


epic comes to a screen near you... 


As you can see, Deathtrap Dungeon is not for the faint of heart -1 mean, with all those bikini clad warriors around you just can’t concentrate on the job at hand 


recently had the most excellent 
I fortune to be invited to visit 
those very nice people at Eidos Interactive 
(y'know - the Tomb Raider bunch!) in 
Wimbledon, London, to take a first peek 
at a lovely new hack 'n' slasher very 
aptly named Deathtrap Dungeon. So, 
three trains and four hours later, there I 
was, inside the very hub of creativity 
and imagination awaiting the unknown 
with great trepidation. 

Deathtrap Dungeon is a very convincing 
new third person sword and sorcery type 
adventure, based around one of Ian 
Livingston's Fighting Fantasy books - also 
named Deathtrap Dungeon. Although 
they've tried to keep the game as close 
as possible, the transformation from 
book to computer game demanded some 
limited changes within the framework - 
but unless you are a total Ian Livingston 
fanatic and love nothing better than to 
embark on a monumental nit-picking 
session, it really makes no real difference 
to the enjoyment of the game. 

Depending on your taste and ego, 
there are two characters on offer to use 
for the duration. First up is a scantily 
clad warrior woman armed only with a 
sword and her attributes - and for those 
that saw Ian's interview in issue one. I'm 
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person straight away. Feeling rather 
pleased with myself, I continued to the 
next one in line, which was to be my 
downfall. A second later, four jets of 
flame erupted from small nozzles above 
each of the chests and began to sweep 
the room, carefully and diligently so as 
not to miss a thing - including me. 

A few seconds later, after doing 

a very thorough job, the 

nozzles shut themselves off to leave my 


- or go for Chaindog - the brute of a 
man obviously just fresh from the gym 
the end or the means change little; to 
stay alive and find a way back home. 
The characters will find themselves 
thrown unceremoniously into the deep 
and dark confines of the terrible 


afraid the nipple chains are no more! 
Gone too are the expanses of flesh (too 
distracting anyway!) to be replaced with 
a nice tight black leather leotard-type 
costume. The other is a huge muscle- 
bound hulk of a man encased in stern 
looking dark armour and wielding a 


quest of gargantuan proportions 


Deathtrap Dungeon - a place full of such 
devious traps and flesh creeping horrors 
that it is reviled and feared throughout 
the lands. 

Devious drops 
and fender (raps 

The puzzle element within the game was 
deliberately designed to be more logical 
than cryptic, as the creators wanted to 
produce a fast moving scenario with plenty 
of action and motion to keep the player 
completely absorbed and not wandering 
around confused. On a few occasions while 
playing other games of this genre, I have 
found myself ranting and raving and 
generally cursing over some ridiculously 
cryptic set of levers or buttons that for the 
life of me I couldn't solve, so I'd either try 
and get some cheat book, or, in the worst 
case, bin the whole lot and have done with 
it. Not in this one, mate. 

The traps to be found in this 
adventure can in no way be called subtle 
- there are two possible outcomes: it 
kills you stone dead, or the plan works a 
treat. There is one of these traps in 
particular that springs immediately to 
mind, and is to be found close to the 
beginning of the first level. The 
survival of the character from this 
point depends mainly upon how greedy 
you are, or how patient. I found myself 
in a square room with a locked door at 
each end, and a large wooden trap 
door/lift in the centre of the floor. 
Having activated it, the lift then slowly 
descended to reveal a chamber below 
containing four inviting looking chests. 
As a sort of 'go get 'em' player, I 
quickly headed for the nearest chest, 
which on opening revealed a very 
dangerous looking sword, 
which I stashed upon my 


sword almost as big as himself. There is 
no real aim as such for either of our 
warriors as simply staying alive and 
returning to the world outside, still being 
the proud owner of a complete set of 
limbs, all in working order, is in itself a 
quest of gargantuan proportions. 

Whether you decide to pick Red 
Lotus - the warrior woman from Playboy 


This is another of those few 
games which pay a lot of 
attention to detail. For 
instance, when in combat 
the character will sustain 
visible wounds as he 
receives damage, so it is 
very easy to time a retreat 
simply by the amount of 
blood on the character. The 
same is true for the 
enemies, with the distinct 
advantage that you can 
literally chop them into 
pieces and see heads and 
limbs lying on the cold 
stone floor. I have of course 
yet to mention the blood, 
which unlike anything I've 
seen before, sprays the 
surrounding scene and then 
can be seen dripping slowly 
down the walls and from 
the ceiling to collect in 
dark glistening pools - 
most gruesome dude! 













character Lying in a ever increasing 
pool of blood. Looking rather blackened 
and toasted - and distinctly dead. 

If I had remained on the lift for a 
while longer I would have noticed that 
after a short time (to jump off, grab the 
contents of one of the chests then run 
back on) the platform was automatically 
raised and the flames roared harmlessly 
below. So there you go, a bit of useful 
advice: patience and careful observation 
rather than greed when dealing with trap 
doors, switches and so on. 
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Although you can kill most things within the walls of the place, some have been included just to give the player a really hard time 


There are plenty of challenges 
dotted around the dungeon for 
your personal attention Kill or be 

_ thoroughly stomped 

The main part of the game is without a 
doubt hack 'n' slash, as there are a 


plethora of hideous creatures to deal with, 
from weak, ineffective Ratmen, to giant 
Hydras with more heads than brains, 
gaping maws Lined with razor sharp teeth, 
and a need to add diced warrior to their 
unwholesome menu. 

This is where the game really stands 
out from the crowd, for the combat system 
is a veritable joy to use. It is simple and 
intuitive, but offers incredible versatility 
and dramatic representation of real hand to 
hand fighting. With the caps lock held 


down, the four direction keys offer several 
offensive and defensive movements which 
can be used by themselves to produce a 
series of similar attacks. For example, on 
pressing and holding the up key, the hero 
(-ine) will make several normal overhand 
swings, then finish with a devastating 
jumping attack. They can also be used 
in conjunction with the other keys to give 
many different combinations of attack. This 
is essential on later levels, because the 
dungeon dwellers littering the place all 
have some semblance of intelligence and 
will predict the player's actions if the same 
attack patterns are repeated often enough. 
Some possess an amazing sense of smell 
and working grey matter and will make 
a beeline straight towards the character, 
whereas some, like the Ratmen, who are 
daft to say the least, have only sight to 
guide them and will fall for most ruses. 

There are lovely humourous touches 
in Deathtrap Dungeon, like an opponent 
getting bored and tapping their foot if you 
hold the defensive posture for too long, or 
the existence of imps that inhabit areas 
close to endless chasms who can't be killed, 
and whose only aim in life is to propel the 
oversized boot in which they travel, 
towards you and kick you over the edge 
to a quick and (mostly) painless death. 
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M s of doom 
escue! 

Magic is also a large factor in dealing 
with some of the denizens of this dark 
underworld, and like the combat system it 
is very easy to use and is inherently 
intuitive. At the beginning the character 
has no spells, but as you make your way 
through the twisting labyrinth, they can 
be found in chests, secret rooms or just 
as a reward for taking on a particularly 
fierce opponent. There are eight spells 
available for your bloodletting pleasure, 
and all have limitations and specific uses: 

Firefly is a useful spell that covers the 
body of the character with bright specks 
like fireflies which will light your way 
through the dark unknown; Starspell is 
one better than the Firefly, it produces 
a lovely moving sphere of light that 
will gently follow the hero wherever 
they go; Firespell sends a ball of fire 
hurtling toward thine enemies, a must 
for every good spell user; Razorspell - 
dice your opponents with this bit of 
lore and watch as the spell flings 


several shuriken-like objects with deadly 
accuracy; Jetspell; a deadly thrower of 
magically exploding rocks, this spell is 
so powerful only one can be held at 
any time, lovely! Greater Razorspell - the 
big brother of the Razorspell - can be 
left in a corridor for an unsuspecting 
beasty to find, hopefully with fatal 
results; Arc of Power invokes the power 
of the Storm God, which strikes not one, 
not even two, but three antagonists 
with massive bolts of lightning. 

The most impressive, and definitely 
the funniest spell of them all, is the 
War Pigs of Doom - this one brings into 
existence a suicidal exploding pig (yes, 
really!) which once loosed, will run off, 
straight toward anything living - that's 
including you if there is no-one else about 
- then promptly explode! 

Epilogue 

Unfortunately, much to my disappointment, 
I was unable to procure even a preview 
copy of this fabulous game to take back 
to my lair, sorry desk, at the Ultimate PC 




offices, but I was promised a copy as 
soon as the few bugs that were present 
had been duly stomped on and removed. 
If it had been possible, I would have 
quite happily spent days wandering 
around the atmosphere filled chambers 
of Deathtrap Dungeon - yes, it really is 
that impressive. 

The movement is smooth and flowing, 
with believable realism in the character 
animation, and distinctly dark background 
music and eerie sound effects. I simply 
cannot wait to get my hands on the full 
copy of this one, it's gonna be big, take 
my word for it. ■ 
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EIDOS INTERACTIVE 

RELEASE 

EARLY '98 

WEB SITE 

www.eidosinteractive.com 

PLAYERS 

1/MULTIPLAYER ONLINE 




CHOOSE 

VOUH 

WEAPONS 


During your time in the 
dungeon you will inevitably 
come across several new 
weapons, as some of the 
enemies you will have to 
face can only be hurt with 
specific instruments. There 
are five possible swords, 
and two war hammers to 
find. Here's a quick rundown 
of some of them: 

As a fearless warrior you 
will start the game with a 
sharp pointy thing, namely 
a Standard sword. Then 
there's Red Sword - it's a 
pretty powerful slaying 
device, particularly effective 
on dragons and demons. 
There are several of these 
around as their power 
wanes with use. The Black 
Spirit Sword is a most 
dreadful weapon, it can 
inflict serious damage on 
an opponent, but beware: it 
takes its power by 
damaging the character. 
Silver Sword is best put 
against Undead, whose 
souls it will send terrified 
back to where they came. 
And finally, the Magic 
Warhammer, forged by 
Arakad Stinkbeard, the 
King's best blacksmith, is 
the only weapon that will 
harm the incredibly 
dangerous Rockmen. The 
rest you will have to 
discover for yourself. 
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PREview 


NBA live ’88 

NBA live ’98 offers a great oppertoiity for everyone to play basketball 
-you don’t even have to be tall! 





Hands up if you think this version 
of the game is going to be much 
better than the last? Jump to it 


than just a yearly update anyway. For 
example the front end has been totally 
reorganised by funny futuristic lines 
with lights at the end, natty little image 
cards of the players and their stats, a 
bunch of new videos to colour the intro 
plus half-time and winning sequences - 


The game detail looks to have improved from 
last year’s title but will it play as well? 


not to mention new dunk packages. The 
background effects are also improved; 
the crowd noises sound more like people 
enjoying themselves and they have 
employed more cheerleaders to spruce 
things up a bit more - It's the lifestyle 
you know! Additionally, you will be able 
to save games in the middle of playing, 
not just at the end as before, with the 
option to save your replays too so you 
can show off for longer and to 
potentially more people - bonus! 


O asketball is one of those sports 
where physique is everything. 
Not anymore though. Even the vertically 
challenged can get enjoyment out of 
this game with all the excitement of 
basketball at your fingertips. 

The press release for this game states 
that NBA Live '98 is the "Soul Of Hoops" 
and delivers the NBA lifestyle like no 
other product. I don't know whether the 
'lifestyle' is really included in the game - 
hours in the gym training then struggling 
to the bar, and bending over to talk to 
the cheerleaders - but the game itself is 
represented well! It features all the 29 
NBA teams with player ratings and 
motion capture from all the best players. 

There is also plenty of FMV sequences 
from the sport to make it as authentic as 
possible. FMV sequences are often a bit of 
a cop-out and harm the game when the 
in-game graphics don't live up to the 
videos, but this shouldn't be the case here. 

The game is the follow up to NBA 
Live 97 and looks to improve upon on it 
with many new features to bring the 
game to life in a whole new way - more 
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P R E view 


IN THE NIT 


The official site of the National Basketball Association. 

If you don't know a great deal about the sport but fancy learning a bit more about the game, then where better to look than the official 
site of the NBA. This site is updated daily with news and features. If you want to know more about each of the teams then there are pages 
dedicated to such information. Also you have chance to catch up on all the stats, have a look at what is going on with the global game (The 
London Towers again!) as well as the obligatory NBA store for all those puffy jackets and caps! http://www.nba.com 





In a league of their own 

The new edition of the General Manager 
mode is going to really make this game 
one to watch for next year. This includes 
NBA Draft, Salary Caps, Trading and 
Injuries. This part of the title could 
easily be a game in itself. Players pretty 
much run the NBA for a whole season if 
they wish. If basketball is really 
becoming as popular as football then we 
could well see a fantastic wave of 
excitement for this game, though 
probably not as much over here in the 
UK as in America, what with the 
Championship Manager games and the 
like. Personally I find them a bit tedious, 


own. What about shipping over The 
London Towers for a season or two? 

Hula linnps 

Aside from the main games there is a 
new three point competition where you 
can test your shooting skills against the 
clock. The other game options include 
the Exhibition mode - one-on-one team 
action for instant playing; instant fun 
with any of the teams. You also have the 
Season option which is pretty much self- 
explanatory - you are led through all the 
heats to the play-offs, and if you are 
either very lucky or very talented you'll 
have the chance to win the 


The background effects are also improved; the crowd 
noises sound more like people enjoying themselves... 



but if you have always wanted to change 
career to this sort of thing then so be it! 

There is also the opportunity to set 
up your own leagues in the game. 
Players can have leagues with as little 
as 4 teams right up to 32 teams, but I 
don't know where the extra three come 
from - maybe you can make up your 


championship. If a season seems like a 
long time, then reduce the length from 
82 to 28 games - the same goes for the 
length of each quarter. So there is a lot 
of variety in here and along with the 
modem link for multiplayer action there 
is lots to get involved with. 

To get to these modes though you 



The close-up shots zoom in really well so players get to see the top class players in full flight 


have to go through all those option 
screens. The difficulty settings have been 
altered slightly to include the new extra 
Superstar option for those Michael 
Jordan's out there. You can read last 
season's results, create a player as well as 
alter the mode settings - all have to be 
chosen one way or the other. You also 
have all the stats for each of the teams 
that you pick to play against. These 
include the important ones like scoring 
ratios and defence ability and the more 
oblique ones like rebounding (I suppose 
that is like 'shots on target' in footy!) 

If you have seen the 97 version and 
are wondering whether to upgrade then 
it's pretty difficult decision. My advice 
is you are gaining the Management 
option combined with improved 
graphics and motion. Other than that 
there is not too much to make the 1997 
version seem redundant. ■ 
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Check cut the new snappy set up 
screens where players chouse 
their fave players and teams 
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When the offer 


came threugh of a 


Milestone, the 
development team 
behind the 
Screamer games, 
Jon dropped 
everything and 
was soon on 
his way. 


Released around Christmas 
of 1995, the original 
Screamer was an 
immediate hit. It featured 
three modes of play; 
normal, championship and 
special, six different cars 
and six varied tracks. The 
game was noted for it's 
speed, gameplay and 
graphics and could be run 
on a 486 machine. It was 
Milestone's second release, 
following several months 
behind Iron Assault 
(released when they were 
still called Grafitti). 




| taly was a new experience to 
me, which partly excuses my 
confusion with the Italian lire, but giving 
a £30 tip to a grinning taxi driver did 

ny spirits after an early 
ll, a few spirits soon did 
ly chat with Antonio 
e. In his remarkably 
it better than my 
lat he had to say... 


the company? 


/vhat's your position at 


jging director of 
tone being probably 
ant development 
. There isn't a big 
>ry to development 
ly due to many 
ms. It was very 
a development 
>refore there aren't 
I people that work in 
the moment we have 
orking here. 


So how did Milestone get off the 
ground? What have you done in the past? 

Our very first project was a Super 
Nintendo product called Superloops . 
After that we only did PC products, 
the first being Iron Assault which 
was published by Virgin and started 
our relationship with them. 

Following that we had Screamer, 
Screamer 2 and, of course, now we 
have Screamer Rally . 

J : !% I've heard the original Screamer be 
described as being like Ridge Racer, 
whilst Screamer 2 is more like Sega 
Rally, where does Screamer Rally fit in 
to this? 

I think it's still something like 
Sega Rally, but with so much more. 
Screamer 2 is much more of a rally 
experience. It's also much more of an 
arcade experience because when you 
play this game on a 3DFX you have a 
very high frame rate, hi-res graphics. 


64 thousand colours, transparency 
effects. It's really like playing an 
arcade product. 

How do the tracks differ to those in 
Screamer 21 

m The tracks in Screamer Rally are 
very different from those in Screamer 
2, they're still rally-based, but they 
are much longer and more varied with 
steep hills, downhill jumps and so on. 

The cars seem to handle really well, 
was this top of your priorities? 

When you create a product you 
have to concentrate on what is the 
main feature of the game. So, if you're 
creating a racing game which is an 
arcade racing game, the main feature 
has to be playability. You can't do a 
simulation. You can't hide behind 
excuses like 'well the real car handles 
in this way, so this is how we should 
do it' because it's not true. At the end 
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trip to Milan to 





















































INTER view 




Who knows? Probably not! The 
essential thing, I would say, is not 
really to see whether there will be 
another Screamer or not, it's just to 
see whether we will be able to create 
a particular product that is still 
advanced and is still a great product. 


At the time when Sega 
Rally and Ridge Racer were 
impressing everyone on the 
32bit consoles, along came 
Milestone with Screamer 2 
to prove that arcade-style 
racing games could work on 
the PC. The only problem 
with the title was that it 
needed a high-end Pentium 
PC to do it full justice. For 
those with the power 
though, this was ragarded 
by many as the best racing 
game of it's time. With a 
thumping soundtrack, richly 
detailed graphics, seven 
tracks and six different cars 
it was regarded by many as 
the best racing game of its 
time. The handling of the 
cars was considered to be 
better than that in Sega 
Rally and the computer AI 
was highly commended. 


i' You're big title for next year is 
Superbikes. Any information on this at all? 


m It's still quite early for 
Superbikes. It's real simulation, so a 
different genre to Screamer Rally. It's 
an official license of the Superbike 
World Championship which allows us 
to use real riders, real tracks and it'll 
be the first bike simulation out on 
the market for several years. 


March next year - if everything 
goes well! Fingers crossed! 


r Being based in Milan, home to Inter 
and AC Milan, how come you've never 
got around to doing a football game? 
Are you not football fans? 


Well, there's a very simple reason. 
Milestone is a very peculiar company 
because everybody in it hates 
football. Which is quite unusual for 
Italy. We have a joke here that the 
first questions we ask somebody in an 
interview is whether they like 
football, if they do, then we say 
'sorry, but there's no job for you!' 
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you don't have a real car, you have a 
keyboard in front of you, or a joystick, 
or steering wheel, but it's nothing like 
the real car. If I were to jump in a real 
rally car now, after the second bend I'd 
probably be out of the road! Obviously, 
if you put the reality inside, you don't 
appeal to people. So you have to find 
the right balance between the real 
thing and playability and that's very 
difficult, I would say the most difficult 
part of this kind of product is just 
concentrating on the driving model. 


Did the success of Screamer take you 
by surprise? 


Of course! I think with any game 
it's very difficult to build a new 
name, a new brand and bring it 
forward against a number of other 
products. It's quite obvious though 
that Screamer can't go on for ever, it 
will have to end at some point. 


Could this be the last Screamer 
title then? 
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The classic space combat simelator returns ter another mission 



he Wing Commander series of 
I space combat simulators has 
been with us since 1990 and in four 
different incarnations has provided some 
of the best gaming around. The fifth and 
latest in the line. Wing Commander: 
Prophecy, promises to once again define 
the standard by which such games are 
judged. Combining red-hot spaceflight 
action with feature film quality, full 
motion video sequences, the game draws 
you into a science-fiction storyline of 
epic proportions. 

The story begins with an ancient 
prophecy from the Kilrathi, which speaks 
of an invasion, and a great warrior hero 
who would not be a Kilrathi, but who 
would come to save them. The scene then 



changes to the current time, and the 
discovery by the science vessel Deveraux 
of a huge asteroid with some unusual 
properties. Their investigation of this 
phenomenon accidentally triggers an alien 
device hidden within the asteroid, which 
opens a wormhole through which a huge 
alien spacecraft appears. The invader 
attacks and destroys the research vessel. 

Starring role 

You enter the story as Casey, a rookie 
pilot straight out of the academy. You 
are the son of Iceman' Casey, who Wing 
Commander veterans will remember from 
the first game. The game begins when 
you report for duty as a combat pilot on 
board the experimental capital ship TCS 


pilot is to escort a marines transport to 
investigate the debris of this attack. 

The FMV sequences provide not only 
the background to the plot, but also link 
between the different missions which make 
up the story of the game. The actors 
enlisted for the movie clips include several 
of the actors who starred in Wing 
Commander IV: Tom Wilson, Ginger Allen 
and Mark Hamil, who reprises his roll as 
special military advisor, Col. Christopher 
'Maverick' Blair. Other famous names 
associated with the game include designer 
and concept artist Sid Mead, who worked 
on Bladerunner, as well as the forthcoming 
game based on that film. 

Wing Commander: Prophecy is the 
first instalment of a new trilogy of 


Red-hot spaceflight action with feature film 

quality, full motion video sequences 


Midway. Before you have even had time 
to settle in, the Midway is called from 
its shakedown cruise to respond to a 
distress call. An unknown enemy has 
attacked an unarmed Kilrathi colony. 
Your first mission as a space fighter 


titles, and promises unrivalled gameplay 
from its brand new 3D space simulator 
engine which features state of the art 
lighting effects, backed up with an 
exciting new storyline with new aliens, 
new ships and a whole new adventure. 
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Ultimate PC: What does your job at Origin 
entail, and what do you like best about it? 

Rod Nakamoto: My responsibilities as 
Executive Producer involve managing the 
Wing Commander and Crusader product 
lines. The part that I enjoy most is the 
fact that I am a lot closer to product 
again, whereas my duties at Sega were 
more administrative. Wing Commander is a 
HUGE property. 

UPC: Origin has a reputation for being 
'special'. How are you planning to 
maintain and to build on that reputation? 

RN: Mostly by delivering the best possible 
product that is deserving of a Wing 
Commander or a Crusader product. These 
products have already established 
themselves as high quality, successful 
products. I intend to carry on the 
tradition of quality and innovation that is 
expected of all Origin products. 

UPC: What do you think is the most 
important aspect to feature in games 


today? And what possibilities are you 
looking forward to in the future? 

RN: I think games need to evolve, 
primarily because the people buying 
these products are evolving. Today's 
consumer is more computer literate - 
they understand how things are being 
achieved on a computer system, there is 
no magic. Back ten, twelve years ago, 
very few people understood how some of 
these games were being done - it was a 
black box - magic. I think if we're ever to 
see the kind of growth that we did back 
then, we'll have to put more of the magic 
back - people need to ask 'how did they 
do that?' again. My personal view is that 
the way we entertain people will change 
- intelligence, emotion, sophistication - 
these are areas where the programming 
will need to catch up with the hardware. 
The 3D phenomenon we are witness to is 
what we in the industry call 'eye candy'. 
Eventually we need to add substance to 
the visual experience. 

UPC: Have you played any of the 
previous Wing Commander games? 

4 

RN: Yes, I was always a great fan of 
Wing Commander. 

UPC: Is there anything you can tell us 
about the future of the Wing 
Commander line? 

RN: I wouldn't want to spoil our 
surprise... All I can say is that a new 
Wing Commander product will be released 
later this year... and it will be AWESOME. 
As anticipated, it will be a strong single 
player game with a new multiplayer 
component. If you're interested, I'll 




supply more information and previews as 
we get closer to our target. 

UPC: How important do you think fan 
ideas and feedback are to the 
development of future games? 

RN: I actually believe in the feedback 
process. It is not very often that one can 
obtain feedback directly from the people 
who actually purchase the products, but I 
do believe also in some organised 
method for conveying that information. 
We are always excited to hear feedback - 
bad or good. Most of the time we are left 
to any feedback we might get from 
magazine reviewers... and that's not 
necessarily unbiased. 

UPC: In recent months, full motion 
video has come under scrutiny from the 
fans. Many say that too much time and 
money is being spent on FMV and that 
this can cause gameplay to suffer. What 
are your thoughts about it? 

RN: I am someone who agrees with that 
view. I believe that the product should 
drive the FMV as supporting material, not 
the other way around. I believe that it is 
an effective way to involve the player in 
the fiction but not at the sacrifice of 
gameplay. It's what I admired in the first 
two Wing Commanders - the gameplay 
came first, above all else. 



The opening scene shows . 
the discovery by the 
science vessel Deveraux of 
a huge asteroid with some 
unusual properties. Their 
investigation accidentally 
triggers an alien device, 
which opens a wormhole 
through which a huge alien 
spacecraft appears. The 
invader then attacks and 
destroys the research vessel 



UPC: Do you have any plans to continue 
the using and evolving the animation 
style that was so effective in Privateer P 

RN: Yes, there are some things I could 
mention... but it will have to wait for a 
more appropriate time. 

UPC: Is it a possibility that we will see 
a Privateer 3 sometime in the future? 

RN: Yes, it is a possibility... (see 
previous answer...) ■ 




Wing Commander Prophesy features some amazing artwork by some well-respected names in the field, including concept artist and designer Sid Mead, who worked on the film Bladerunner 


DECEMBER 1997 I ISSUE FOUR I ULTIMATE PC 

















SHOWcase 


tarhammiL 

-Dark Omen 


If you want to koow what happens when a legion of Ilf archers meets a hoard 
of Night Goblios, there’s only one way to find out 


Publisher: 

Developer: 

Release: 

Website: 

Players: 


Electronic Arts 
Bullfrog Games 
Feb 98 
www.ea.com 
1-2 






U n the field of fantasy 

tabletop wargaming there is 
only one name that you need to 
know: Warhammer from Games 
Workshop. The simple but immensely 
enjoyable combat system of this 
classic game has been adapted to fit 
a variety of different scenarios from 
space marines to armoured 
mechanoids, but it is the original 
incarnation, where fantasy armies of 
Elves and Goblins, Dwarves and Humans 
battle it out across your dining room 
table which remains the most popular 
and best loved of them all. 

The battle system is so well known 
that it was inevitable that a computer 
version would be created sooner or 
later, and when MindScape's 
Warhammer: Shadow of the Homed Rat 



was released on PC and PlayStation 
formats earlier this year it was an 
almost instant success. Bullfrog 
Games are now working on the sequel, 
titled Warhammer: Dark Omen , due for 
release next February, and they 
invited Ultimate PC along to their 
impressive headquarters in Guildford 
to take a look at the work they have 
done so far. 

What we found was very exciting 
and certainly bodes well for the 
success of the new game. Dark Omen 
won't be just a retread of the previous 
release, it is a completely new product, 
rewritten from the ground up on a 
custom made editor and featuring a 
brand new game engine enabling the 
programmers to produce many brilliant 
new effects such as flowing transparent 



These are some of your allies, and they will give 


water and particle effect graphics for 
spells and fire, all on a fully zoomable 
and rotatable 3D battlefield. 

Oh what a lovely... 

It is important to note that Warhammer 
is a proper wargame, unlike the current 
crop of 'strategy' games which are really 
nothing more than exercises in resource 
management. In Warhammer you win by 
employing superior battlefield tactics 
rather than just outnumbering your 
enemy. As in a real battle, a numerically 
inferior force can prevail by using the 
terrain to their advantage, and the 
three dimensional landscape of Dark 
Omen is designed to reflect this. The 
trajectories of ranged attacks like arrows 
and artillery shots all follow true 
ballistic courses, so if your archers are 



lots to thiok about in Warhammer: Dark Omen 


you 
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occupying higher ground your shots 
have far greater range. The game has 
built-in rules to account for flank 
attacks, so careful consideration must 
be given to the disposition of your 
troops on the battlefield, and if you are 
losing or facing a particularly fearsome 
enemy you will find that the game also 
covers troop morale and leadership 
ability. The last thing you want is for 
your soldiers to flee in disorder as the 
zombies bear down upon them! 

The leader of your army is Morgan 
Bernhart, and he starts off with only a 
few units of troops in his army, but as 
the campaign progresses, if you play 
successfully, more troops such as the 
Dwarves and the Elves may be recruited 
as allies. The objective of your 
combined forces is to defeat the Dread 
King, an evil necromancer who has 
raised armies of the undead and other 
evil creatures to overrun the land. 

There are thirty different campaign 
missions, in which you can use up to 
twenty five different units to fight on 


This time the control interface 
has been re-designed to be 
easier to ose and understand 


your side, including mages and priests 
who can use twenty different spells of 
three types. 

United we stand 

The extra little details which give any 
game its unique identity are present in 
profusion in Dark Omen. There are ten 
superbly animated and very atmospheric 
cut scenes, showing the actions of some 
of the heroes and villains in the game. 

All of the incidental and background 
music was recorded six times with 
different variations in mood to reflect how 


each, but have a free choice as to the 
composition of their forces. This system 
is retained in Dark Omen , so two player 
games are always reasonably well 
balanced. It also means that players 
who have their own favourite armies in 
the tabletop version can build the same 
armies on their computer. There is also 
a plan to give the game a LAN/Internet 
multiplayer mode, but this had not been 
fully implemented on the in-progress 
version which we saw. However, if the 
rest of the game is anything to go by it 
should be great fun. ■ 


As in a real battle, a numerically inferinr furce 
can prevail by using the terrain tn their advantage 


well (or badly!) the battle is going. The 
other commanders in your army 
communicate with you by appearing in 
the corner of the screen and talking to 
you. If their unit is taking a beating, their 
faces will be cut and bleeding, and if they 
are defeated you will see them die! 

The campaign against the Dread King 
comprises only half of this excellent 
game. There is also a two-player option 
which allows you to go head-to-head 
using all of the twenty-five armies 
available to both sides in a further ten 
scenarios. The Warhammer tabletop 
game has a system where armies can be 
constructed out of units which are 
assigned a points value, so that two 
players can agree beforehand to use say, 
two thousand points worth of troops 


The texture-mapped 3D terrain of the battlefield provides plenty of scape for the exploration of your tactical skill. You must learn to out-fight your enemy or be destroyed by the forces of evil 
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Ultimate PC 1997 Top 59 




ULTIMATE 

PC 


With 1998 fast approaching, we take a nostalgic look back over the last twelve months 
to find those releases worthy of a UPC ‘Ultimate’ award. 

The following fifty titles have been chosen as the favourite and most played games 
of the UPC staff. So, without any further ado, in reverse order, the winners are... 




00 Redneck Rampage 

Publisher: Interplay 

Although a little dated and offering little 
in the way of technical achievement. Redneck 
Rampage is both a great stress reliever and 
a damn good laugh to play. Using the Duke 
Nukem 3D engine, the game casts players 
into a world of headless chickens and madcap 
hillbillies, with players able to wreck havoc 
with their double-barrelled shotgun and 
sticks of dynamite. 



EE Sega Rally 

Publisher: Sega 

The conversion of this arcade classic heralded 
the real emergence of Sega as a keen PC 
publisher. Graphically there is little to 
separate the game from the arcade version 
and it certainly plays just as well. The only 
thing that really lets it down is the fact that 
with only three tracks and two cars, it also 
shares the limited life span of an arcade title. 


EE] Conquest Earth 

Publisher: lidos 

Not as strong as its contemporary real¬ 
time strategy games, but it boasts some 
excellent features, such as view windows 
for keeping an eye on units off the main 
screen. Anyone who's played Command 
and Conquer and lost dozens of troops 
off-screen will appreciate this. Conquest 
Earth also offers the unique ability to 
actually jump inside any unit and manually 
control it! 

Efl Battlecruiser 3000A0 

Publisher: Take 2 Interactive 

It was a long time in coming - and didn't 
quite live up to its raunchy adverts (it takes 
a lot of work to get into it properly) - but 
there's a huge challenge awaiting anyone 
who's prepared to give Take 2's Battlecruiser 
3000AD a real go. 

EIB iM1A2 Abrams 

Publisher: Interactive Magic 

From the creator of the Amiga hit. Ml Tank 
Platoon , came this explosive tank simulation 
based on the American iMlA2 Abrams tank. 
Boasting several theatres of war, a diverse 
campaign generator and literally dozens of 
different accurately modelled vehicles, it's 
up there amongst the very best of military 
simulations. If any criticism could be levelled 
at the game, it's that the graphics could 
have been better. 

EE Feeble Files 

Publisher: Adventuresoft 

The Simon the Sorcerer games proved a 
huge success on the Amiga, and since then 
Adventuresoft has consolidated its position 
as one of the Leading developers of point 
'n' click adventure games, with the release 
of the quirky, humourous Feeble Files. 
Graphically, the game is something of an 
eye-opener and there's a huge adventure 
lurking within. 

EE] Panzer General II 

Publisher: Mindscape 

Set in the Second World War, SSI's sequel 
to the popular Panzer General proved that 


there's plenty of fight left in the turn-based 
wargame genre. Whilst the real-time titles 
may be stealing all the limelight, Panzer 
General II offers a greater level of strategy, 
with players having to call on air, land and 
seas units to overcome the enemy. 

EE Perfect Assassin 

Publisher: Gruber 

Perfect Assassin combines elements of both 
point-and-click graphic adventure and real¬ 
time 3D action with fully interactive and 
intelligent characters. The result is totally 
absorbing. You play Charon - the Perfect 
Assassin - the last human alive, who has 
used alien cyborg enhancements to prolong 
his life. The core of the game is the highly 
innovative and versatile dialogue interface 
which allows you to fully interact with the 
inhabitants of the game's many locations. 
The scenery is impressively solid looking, 
and the pre-rendered backgrounds are very 
nicely designed, with many extra animated 
details adding to their appeal. 

EE Ignition 

Publisher: Virgin 

Although sprung on the gaming world 
without much hype or build-up, Ignition 
has nevertheless proved one of the most 
entertaining and addictive racing games to 
be released this year. Pure arcade racing 
action, it looks superb and the various 
terrain options, vehicles and levels of 
difficulty give it a long lease of life. 

ED KKNU [Extreme] 

Publisher: Electronic Arts 

Developed by Australian's Beam Software, 
KKND is a post-apocalyptic real-time strategy 
game that's set in the kind of barren and 
desolate environment which Mad Max fans 
will know only too well. After a nuclear 
war has wiped out most of planet Earth's 
population, the survivors band together in 
two groups and promptly start fighting for 
the last remaining drops of petroleum. 
Players can take on either side and must 
manage the resources at hand, to build 
fighting units and buildings with which to 
destroy the opposition. 
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EQ Dark Earth 

Publisher: Microprose 

Dark Earth from Microprose is a very beautiful 
walk-around fantasy adventure game, set in 
the far future, after a cataclysmic war has 
annihilated most of humanity. You play the 
part of Arkan, a Guardian of Fire from the 
monastic city of Sparta. The game is truly 
spectacular in its visual splendour, with the 
motion-captured characters moving through 
beautifully lit, high resolution rendered scenes 
of a quality comparable with those in Myst. 
The rendering of the figures is very good, and 
includes light-sourced shadows. 

EE Dark Reign 

Publisher: Activision 

Dark Reign (along with Total Annihilation) 
heralded the advent of 3D terrain which took 
the real-time genre quite literally to new 
levels. At last players could use the terrain 
to their advantage, by using the high ground 
to increase firing range and hiding in forests 
and the like. With real line-of-sight, a vast 
range of weapons, buildings and vehicles, 
enhanced command and control and a tough 
AI, Dark Reign surpasses the standard set by 
Command and Conquer: Red Alert. 

00 Ecstaticall 

Publisher: PsygROSis 

The phenomenal success of the original 
Ecstatica title meant a sequel was inevitable 
and Andrew Spencer's Studio duly obliged. 
Although the game failed to live up to its 
original in many ways, it was a stunning title 
all the same. The ellipsoid characters, static 
camera angles and detailed environment 
made it one of the most gorgeous adventure 
games ever. Extremely tough puzzles also 
made it one of the hardest! 

EH Excalibur 

Publisher: Telstar 

When the legendary sword, Excalibur , is stolen 
by ruthless time travellers, the future seems 
doomed to an eternity of oppression. Merlin, 
the great wizard, has different ideas though 
and sends his niece into the future to retrieve 
the sword before any lasting damage is done. 
As Merlin's niece, Beth, players of Excalibur 


must roam around the huge, futuristic world, 
interacting with characters, completing tasks, 
solving puzzles and fighting off enemies as 
they try to achieve the ultimate goal of 
retrieving the stolen sword. 

03 Interstate 76 

Publisher: Activision 

Interstate 76 nudged the conventional racing 
game out of the sim fast lane when it was 
released earlier this year. With groovy tunes, 
customisable cars, wicked weapons and full 
multiplayer support, it remains a breath of 
fresh air for the otherwise stale racing sim 
genre. The multiplayer game (which can be 
played as a straight racing game, or in a 
similar way to Quake ) with players out to kill 
each other, is an absolute blast. 

EB Pandemonium 

Publisher: BMG 

Although the gameplay is essentially two 
dimensional. Pandemonium's breathtaking 3D 
graphics give the game much more appeal 
than a conventional platformer. Players can 
choose to be one of two characters, each 
of which has their own unique skills. There 
are 18 challenging levels in all, making for 
a lengthy life span. 

EH Imperialism 

Publisher: Mindscape 

Manage your resources, marshal your troops 
and trade with rival nations as you try to rule 
the world of Imperialism. As one of seven 
major nations amongst countless smaller 
ones, players can try to achieve this global 
domination through economic, political and/ 
or military measures. Although not quite up 
there with Civilization , Imperialism is a great 
title all the same, but its sheer depth means 
it's a game that has to be worked at. 

E0 Warlords III 

Publisher: Red Orb 

Up to eight players can take part in this game 
of combat and conquest. Players will have to 
capture castles, fight huge battles and make 
alliances as they try to overcome the enemy 
and rule the world. Although not a graphical 
treasure, Warlords III is nevertheless a classic 


wargame with an engaging AI and a very 
advanced combat structure that'll keep players 
fighting for a long, long time. 

EE Close Combat 2: 

A Dridge Too Far 

Publisher: Microsoft 

Based upon the famous campaign leading 
up to Operation Market Garden in the Second 
World War, Microsoft's real-time wargame 
(along with Age of Empires) now firmly 
establishes the company as one of the year's 
leading games publishers. With a campaign 
structure that can ebb and flow just like 
real war, strands of resource management, 
a wide array of different units and varied 
environments based upon the real locations 
fought for in the Second World War, A Bridge 
Too Far is an extremely accomplished and 
compelling wargame. 



ED Need for Speed II: 
Special Edition 

Publisher: Electronic Arts 

An excellent all round racer, with plenty to 
challenge even the most hardened speedsters 
among you. Good smooth graphics, with a 
fast frame rate, make this game eminently 
playable, with a horde of the world's fastest 
super cars available for your driving pleasure. 
The courses vary from reasonably simple 
road tracks to tortuous mountain passes 
covered in snow and ice - definitely not 
for the faint hearted! 
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SO Screamer Rally 

Publisher: Virgin Interactive 

With six different tracks, customisable cars 
and a split screen two player game thrown 
in, Milestone's third Screamer title is easily 
the best to date. Designed for today's 3DFX 
graphics cards, few titles can match the 
graphics and gameplay of this arcade-style 
racing game. With three modes of play, 
three difficulty settings, a split-screen two 
player mode and diverse track and weather 
conditions, there's plenty here to keep the 
player engrossed. 

S3 International 
Rally Championship 

Publisher: Eurnpress 

This year we have seen two really hot rally 
games come onto the market and both have 
utilised the 3DFX card. International Rally 
Championship pips Screamer Rally at the 
post with its track editor and the wider 
variety of weather conditions and associated 
tracks, such as snow and desert conditions. 
These give the game more scope and the 
'global' rallying feel. The cars are accurate 
and are fun to control, especially on the 
corners. Magnetic Fields thus win this 
year's 'Constructor's Championship' with 
Milestone in a close second but will they 
return next year to defend the title? 

03 Riven 

Publisher: Red Orb 

Riven offers what I consider the warmest, 
not to mention the most breathtaking 
graphics available. The player takes on the 
role of the hero (of course!) whose job it 
is to rescue Catherine, the beloved wife of 
Atrus, who has had the misfortune of being 
trapped in a book. Scattered all around the 
islands are numerous contraptions and odd 
inventions which have to be first understood, 
then used to allow further investigation of 
the mysterious islands. It's point and click 
adventuring at its best. 

0 Little Rig Adventure 2 

Publisher: Electrunic Arts 

Twinsen's back, in an adventure that's 
every bit as good as the original. All the 


humour has been retained, whilst the bright 
graphics are vibrant and full of detail. Set 
upon the world of Twinsun and the alien 
world of Zeelich, the game is both huge 
and taxing, with a good variety of puzzles, 
interesting characters and a strong story line. 
Only the occasional dodgy camera view and 
clumsy fighting kept this from reaching a 
higher position. 

03 Zork Grand Inquisitnr 

Publisher: Activisiun 

The world of Zork has been home to some 
of the best known and best loved adventure 
games ever to grace our computers. They 
have always been known for sheer crazy 
inventiveness and a strong vein of zany 
humour, and those qualities return with a 
vengeance in the eighth and latest in this 
long series, Zork: Grand Inquisitor. With 
dazzling up-to-the-minute graphics and 
two CDs worth of intriguing puzzles to 
bend your brain, this is going to be a 
massive hit. 

S3 Virtual Pnnl 2 

Publisher: Interplay 

Okay, okay, you're probably all asking 
yourselves what a pool game is doing 
inside the top fifty titles of the year, 
but if you read our review later in the 
mag, you'll soon realise this isn't just 
any old pool game, it's the best! Playing 
pool on a computer doesn't get much 
more realistic than this - the only thing 
that's missing is the smell of smoke and 
beer! Put it this way - playing Virtual 
Pool 2 , whether against one of the computer 
opponents available or another human 
player, is a valuable learning tool for 
the real thing. 

SI Resident Evil 

Publisher: Virgin 

Although it finally arrived way behind the 
PlayStation version, the wait for Capcom's 
chilling horror adventure game proved well 
worth every minute. With superb graphics, 
thrilling gameplay, tough puzzles and some 
pants-filling monsters, there's nothing 
quite like it. The only disappointment is 


that it's designed for exclusive use with a 
3DFX graphics card, with no software version 
available yet. Still, perhaps for Resident 
Evil 2 ...? 

SI Rrnken Sword II 

Publisher: Virgin 

Carrying on from where the original left 
off (the game even features some of the 
same characters and locations as in the 
first adventure) Broken Sword II sees the 
hero, George Stobbard, once again caught 
up in a world of kidnappings, dark magic 
and mysterious goings-on. As in the previous 
title, players must roam around the game's 
numerous locations, talking to the many 
charismatic characters in an attempt to 
pick up clues as to how to solve the many 
secrets and puzzles. 

0 Actua Soccer 2 

Publisher: Gremlin 

Amongst the few criticisms levelled at 
the original Actua Soccer title were that 
the gameplay was slow and the goalkeepers 
were too easy to beat. Having listened to 
this. Gremlin have made some drastic 
changes to the style of this sequel and 
it's far better for it. Actua Soccer 2 is a 
pure arcade-style soccer experience, with 
fast, flowing gameplay that's reminiscent 
of Sensible Soccer. With motion-captured 
animation, real stadiums and real player 
names and even faces, Actua Soccer 2 has 
certainly set itself up as the Shearer of 
PC football games. 

0 Abe’s Oddysee 

Publisher: GT Interactive 

Abe's Odd wo rid Oddysee is unmistakably a 
platform game and these don't tend to 
sell on the PC, but this one is about as 
far removed from the world of Mario and 
his cutesy little cartoon friends as chalk 
is from Paramite Pie. The game has been 
a huge smash hit on the PlayStation, and 
a series of four more Oddworld games are 
planned. Abe is the unlikeliest looking 
hero you'll ever see, but you'll fall in love 
with him straight away. Funny, original, 
and highly entertaining. 
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00 Incubation 

Publisher: Blue Byte 

The saga of Battle Isle from Blue Byte goes 
back many years, and encompasses a highly 
successful series of turn-based strategy 
games, but this latest installment is not 
only the best of the lot, but is one of the 
best games we have ever played. The game 
has an excellent science-fiction story line 
which draws you straight into the action. 
Turn based strategy games aren't everyone's 
cup of tea, but this one is different, and 
very original. Strategy for action fans. 

ED Diablo 

Publisher: Zablac 

If you're looking for a very well polished 
point and click role-playing game you'd be 
hard pushed to find a better one than 
Blizzard's Diablo. With plenty to explore, loads 
of evil, satanic atmosphere and fantastic 
graphics and sound, this game is a must for 
anyone into this type of thing. Wandering 
around the vast 3D isometric world of Diablo, 
players can interact with dozens of different 
characters and fight with the countless hoards 
of walking undead. 

D3 Microsoft Flight 88 

Publisher: Microsoft 

Boasting over 3000 real airports from which 
players can take-off and land as well as eight 
different planes (including a World War I 
bi-plane and the high-tech Learjet) Microsoft's 
Flight '98 is the Stealth Fighter of flight sims. 
Although there are no dogfights or combat 
missions, there are numerous scenarios and 
challenges, such as flying under the Eiffel 
Tower upside down, to keep players amused 
and entertained. Additionally, Microsoft's 
Internet Gaming Zone provides the platform 
for pilots to meet, chat and take part in 
multiplayer flights. 

IQ Worms II 

Publisher: Microprose 

They're back, and this time they're smarter 
and more vicious than ever before. With more 
weapons, the worms have turned and they're 
out for revenge. High resolution graphics and 
some wonderful animation give the game a 


cartoon aura, but there's nothing cute about 
the gameplay! Up to sixteen players (via the 
Internet or on one PC) can take part in 
trying to wipe each other out by whatever 
means possible. Why not push your rival into 
the water and watch them drown - or perhaps 
lay a bomb and watch them fly! 

ED Constructor 

Publisher: Acclaim 

Tired of building cities and running hospitals? 
Then why not try your hand at building a 
housing estate with Acclaim's Constructor. 
Buy your land, employ workers, construct 
your buildings and then find tenants. Keep 
them happy and watch the rent money build 
up. Watch out for your rivals' hired thugs 
though - they can wreck havoc if you don't 
catch and stop them quickly. With lavish 
graphics, compulsive gameplay and a stern 
challenge. Constructor has proved one of the 
best strategy games of the year. 

E3 Men In Black 

Publisher: Gremlin 

The smash-hit Hollywood film starring Will 
Smith and Tommy Lee Jones is brought to 
life on the PC thanks to Gremlin and their 
superb movie tie-in. Most film conversions 
totally fail to live up to their celluloid 
counterparts, but this stylish adventure 
game is every bit as good as the film. 
Using static camera views similar to that 
in Resident Evil, the developers South peak 
Interactive have managed to capture the 
movie's atmosphere and convey it into the 
game. With innumerable puzzles and plenty 
of fighting action, it's the best movie tie- 
in we've seen yet. 

10 Theme Hospital 

Publisher: Electronic Arts 

Following on from the huge success of their 
title, Theme Park, came Bullfrog's equally 
addictive Theme Hospital. With specific 
tasks and winning criteria. Theme Hospital 
boasts more structure and direction than 
its predecessor, making for a much better 
game. High resolution graphics, wonderful 
animation and waiting-room tunes play a 
superb supporting role to the accomplished 


gameplay, which has players attending to 
ailments and diseases such as Bloaty Head 
and Slack Tongue! 

E3 Jedi Knight: 

Dark Forces 2 

Publisher: Virgin 

Dust down your Light Sabre and head out 
into the Star Wars world once again, with 
this sequel to the massive hit. Dark Forces. 
Cast as Kyle Katarn, Jedi's players must fight 
their way through thirty levels of intense 
action. Decisions players make along the 
way, such as who to kill, shape their destiny 
and actually determine their eventual leaning 
towards either the Light or Dark side of the 
Force. Although Jedi Knight does sport a 
relatively antiquated 3D engine, it's still an 
absolute must for any Star Wars fan - and 
that's most of us! 

IS Championship 
Manager 37/88 

Publisher: Eidos 

When it comes to football management 
sims. Championship Manager 97/98 stands 
leagues above its rivals. With accurate stats, 
up-to-date teams, a player and team editor 
and a realistic match engine, it's by far and 
away the most authentic game of its kind. 
This latest version also allows for up to 
three (out of nine) national leagues to be 
played concurrently - Spanish, English and 
German for example. This allows players to 
move not only from club to club but also 
country to country. 

IQ Grand Theft Auto 

Publisher: BMG 

For those of you who are bored stupid of 
normal, run of the mill games, this one 
might be just the thing you're looking for. 

A mix of driving, shoot-'em-up action and 
law breaking is on offer with GTA. The player 
is a guy in the pay of one of the city's most 
dangerous criminal families and must do a 
series of 'jobs', ranging right from collecting 
dumped cars to sorting out drug deals as a 
way of living - all this action plus around 
six thousand miles of roads, and the ability 
to steal ANY car you fancy! 
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EH Sid Meier’s Gettysburg 

Publisher: Electronic Arts 

Having civilised the known world, Sid 
Meier has turned his magical hands to the 
American Civil War and proves once again 
that he had the Midas touch. A real-time 
wargame, Gettysburg sports some wonderfully 
detailed graphics, as well as some highly 
triumphant period tunes. As either the 
Confederates or the Unionists, players can 
fight their way through a rigorous campaign 
set over the three days of the Gettysburg 
campaign, or choose a number of one-off 
skirmishes. With network, or direct modem 
to modem multiplayer options, Gettysburg 
is another classic that Sid Meier can add to 
his unbelievable collection. 

□ Myth 

Publisher: lidos 

Set in a fantasy world that's threatened by 
rampaging goblins, ores and the walking 
undead, Eidos' real-time strategy wargame, 
developed by Bungie Software, quite easily 
surpasses Mindscape's Warhammer and so 
establishes itself as one of the best in this 
genre. Set within a superb 3D environment, 
Myth challenges its players to complete a 
number of progressively difficult missions 
against an ever-increasing army of hideous 
monsters. Answering the call to arms. Myth's 
players have at their disposal a wide range 
of different troops, which include archers, 
bombers, healers and swordsmen. When 
this lot meet with their counterparts, the 
ensuing battle is always long, bloody and 
exhilarating! 

□ X-Wing Vs TIE Fighter 

Publisher: Virgin 

Star Wars related titles have made quite an 
impact on this years charts, with Jedi Knight 
and X-Wing Vs TIE Fighter both inside the 
top 20. Those lads at LucasArts obviously 
know how to use the Force - they've certainly 
worked some magic with this space combat 
flight sim. A sequel to the original X-Wing 
and TIE Fighter titles, this game allows 
players to fight as either a Rebel or servant 
of the Emperor. Taking to space in a number 
of different fighter craft, players can embark 


on a number of individual battles, or rigorous 
campaigns. What really sets this game up 
though, is its multiplayer game. Via a LAN, 
or a direct modem link-up, up to eight 
players can embark on missions either with, 
or against each other. 

□ Total Annihilation 

Publisher: GT Interactive 

Command and Conquers reign as the best real¬ 
time strategy title came to an abrupt end 
with the release of GT Interactive's Total 
Annihilation. Here, at last, was a game that 
advanced the genre way beyond the standard 
established by Westwood nearly a year ago. 
With 3D terrain that players can use to help 
maximise the combat effectiveness of their 
troops, dozens of different units and buildings 
and an advanced AI, Total Annihilation quite 
literally annihilates the opposition. It's not 
the revolutionary title that some people were 
claiming it to be, but it's a classic all the 
same and points the genre in a new direction. 

□ Age of Empires 

Publisher: Microsoft 

Although Microsoft have been active in the 
games market for some time now, it was 
the release of Age of Empires that helped 
the company to really establish itself as a 
key games publisher. Backed up admirably 
by the release of both Microsoft Flight '98 
and Close Combat 2, Age of Empires caps a 
highly memorable year for Microsoft. With 
some elements of Civilization and strands 
of Command and Conquer , Age of Empires is 
an undisputed classic and a game which fans 
of any of the two aforementioned titles 
should investigate. 

B Hexen II 

Publisher: Activision 

Creeping in to the top five is Activision's 
Hexen II. Using the original Quake engine, 
developers Raven have managed to create 
a title far superior to the first Hexen game 
and perhaps, even better than Quake itself 
(although that's not an argument we want 
to go into right now). With full multi-player 
support, some smart graphics, taxing levels 
and an army of enemies, we reckon it to 


be up there amongst the best first person 
shoot-'em-ups on the market. With Unreal 
and Quake II coming in the near future 
though, how long this remains to be true 
is still to be seen. 

□ Dungeon Keeper 

Publisher: Electronic Arts 

Few developers can boast a track record 
that's quite as impressive as Bullfrog's. With 
Theme Park , Syndicate Wars , Theme Hospital 
and Beneath a Steel Sky to their credit, the 
company has understandably built up a high 
reputation for itself. This reputation was 
further enhanced by the release of Dungeon 
Keeper. As Peter Molyneux's last project 
with Bullfrog before leaving and setting up 
his own development company, the gaming 
world expected big things from this title - 
and he didn't disappoint. Boasting the kind 
of gameplay that keeps you glued to PC 
right until the early hours of the morning, 
Dungeon Keeper is an utterly compulsive 
strategy experience. 

□ MDK 

Publisher: Interplay 

Shiny Entertainment proved they've more 
strings to their bow than just Earthworm 
Jim with the release of this third person 
action shoot-'em-up. MDK is an incredible, 
action packed game that simply oozes with 
atmosphere and has a perfect balance of 
puzzles and action. Set in a detailed, 3D 
world, MDK is a rare treat and comes highly 
recommended by us all. The only drawback 
with the game was the lack of a multiplayer 
facility - but then you really can't expect 
everything, can you? 

B Carmageddnn 

Publisher: SCI 

Controversy surrounded the release of 
SCI's Carmageddon as the legions of the 
Mary Whitehouse brigade tried to have 
the game banned for its glorification of 
running-over helpless pedestrians. Thankfully 
common sense eventually prevailed and 
the game was finally released as scheduled 
which is just as well, because it's bloody 
fantastic fun! 
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Tomb Raider II 


Publisher: Elites 

Tomb Raider II: The Dagger of Xian is 
totally brilliant, and unquestionably the 
best game to appear on the PC this year. 
Those of you who have become regular 
readers of UPC will have seen the Tomb 
Raider II preview supplement which we 
gave away free with issue two, and will 
already know about most of the new 
features to be found in the game. 

You will also have seen pictures of 
some of the new levels, but all the screen 


shots in the world 
can't convey the 
feel of the game, 
how it handles and 
how addictive it is. 

While the 
original game was 
by no means a 
boring game, the 
sequel has an 
added edge of danger and excitement 
which makes it completely irresistible. The 
new-look Lara is a delight to behold, with 
a higher number of polygons helping to 
give her figure curves where before there 
were only corners. 

The team at Core Design have clearly 
learned lessons from TRI and have really 
improved upon it in every way. The first Tomb 
Raider game has been up in the top ten 
charts continuously since it was first released, 
and has been one of the biggest selling games 
ever. Tomb Raider II: The Dagger of Xian will 
be even bigger - and deservedly so. ■ 


PC 


As the year draws to a close, it's time for the first UPC Readers' Awards, which we hope will become an annual event! If you want to have a say in these awards, 
simply fill in the questionnaire below and send it back to; UPC Readers' Awards, Ultimate PC, 1 Roman Court, 48 New North Road, Exeter, EX4 4EP. Each completed 
form will be automatically entered into a draw for a copy of each of the games inside the Top 20. 


List your five favourite games of the year; 


1 


3 


5\ 


2 


4 


Name _ 
Address. 


Name your multiplayer game of the year? 

Which has been the best sports title of the year? 
Which has been the best shoot-'em-up of the year? 


Which do you think has been the most original 
piece of software this year? 

Which company do you think has been the year's 
leading publisher? 


Which has been the best racing game? 
Which has been the best strategy game? 


Winners will be announced in the February issue, which will be out on the 28th 
January, so we'll need your completed forms in by the 1st of January. 
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Explosive 

Any game getting 90% or more receives the Ultimate PC Explosive 
award. This month Tomb Raider II, Myth and Championship Manag 
97/98 have scooped the award. 

Hot Property 

Awarded to games between 85 and 89%, the Hot Property accolade 
only given to distinguished titles. This month's recipients includ 
Screamer Rally, Uprising and Joint Strike Fighter. 

Hazardous 

Any game scoring under 50% will receive the Ultimate PC Hazardous 
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n t the end of each review a box-out similar to the one 
■■ shown here will list all the information you need to know 
about the game in question. For those interested in buying the 
reviewed game, its publisher and developer are listed, along with 
its price and a release date. For those who simply want to know 
more and have access to the Internet, a Web address, where you 
may be able to find additional information about the product, is 
also supplied. We then move onto the recommended specs needed 
to play the game - the amount of RAM needed and the processor 
speed is stated, along with any special graphics or sound 
requirements. With the number of games which need specific 
graphics accelerator cards increasing, this demands attention. 

After this we have the all important comment and score. 

Ultimate PC's reviews are sponsored by Tiny Computers. We use Tiny 
P200 MMX machines, equipped with 32 MB RAM, 12X CD ROM Drive 
and 4MB video cards for each of our reviews. 



The gameplay is gripping 0 
and far more challenging 0 
than others, the graphics 0 
arc gorgeous and the | 
network game is, quite 
simply, brilliant 
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A| s a general rule, platform games 
HHH don't seem to do terribly well 
on the PC. Quite why this is, nobody 
seems to know, but perhaps it is 
because they are seen as kid's console 
games, and PC gamers like to think of 
themselves as being a bit more 
sophisticated than that. Whatever the 
reason, jumping on boxes and picking 
up mushrooms or whatever it is, just 
doesn't sell as well as other game 
formats. However, this may be about 
to change. 

Abe's Oddworld Oddysee is unmistakably 
a platform game, but it is about as far 
removed from the world of Mario and 
his cutesy little friends as chalk is 
from Paramite Pie. The game has been 
a smash hit on the PlayStation, and a 
series of four more Oddworld games 
are planned. If this success is carried 
over to the PC version, we will also 
probably see them soon. 

The reason for the success of the 
game is clear; it offers something for 
everyone. It has platforms, puzzles, 
magic, guns, amazing graphics, and 
loads more besides. For starters, there 
is the grim but likeable humour which 
infests the game from start to finish. 
The character of Abe himself, the most 
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useful ability, as the Sligs are heavily 
armed - and highly dangerous - and 
there are loads of them all over the 
place. Fortunately they are not terribly 
bright, and one of the most amusing 
parts of the game is getting them to 
blow themselves up or shoot each 
other. Daft as a brush, for sure. If he 
chants hard enough, Abe can even 


Bizarre Creations 


One of the most 
important aspects of 
OddworlcT s success has 
to be its charismatic 
cast - which features 
some of the most surreal 
characters ever to grace 
a game. 


the other Mudokon can escape. You 
must approach them with caution, or 
the bir(£s will fly away, but if they 
don't, then use your Chant to activate 
the portal. The other slaves who you 
have asked to follow you will scamper 
through to safety, leaving you to carry 
r on with your journey. 

Once free of the RuptureFarm plant, 
Abe is taken in by a grumpy old git of a 
Sharjian, who unfastens Abe's mouth. 

Abe learns that his race were not always 
slaves, and that they were once in fact 
known and feared throughout the galaxy 
for their Jedi-like powers. He also learns 
of a prophesy that one day a great hero 
would come and liberate the Mudokon. 
And guess who that is going to be? Abe 
duly, if somewhat reluctantly sets off on 
a quest - a series of threq rites of 
passage which will make him strong 
enough to return to RuptureFarm'and 
kick Molock's evil arse. 

But I'm getting ahead of myself; this 
/is a review, not a solution after all. Let's 
take a closer look at the nuts and bolts 
for a while. 


make the hapless Sligs self-destruct in 
a satisfyingly messy explosion! This 


chant ability doesni|vo^inst^n^neoL3y 

however, you can't use it to stop a Slig 
who is about to shoot you. You have to 
catch them unawares, either while they 
are asleep or while you are hiding. 


Abe can also talk, despite having his 
lips sewn together with some rather 


Pretty pictures 

The graphical presentation of the game 
is quite excellent, although at first 
glance the style appears to be a bit of 
a throwback. Basically, it consists of 
static background screens upon which 
the animated action takes place. You 
move from one side of the screen to 
the other solving the puzzles, pulling 


Molock 


uncomfortable looking thongs. By 
pressing the number keys, he can say 
"Hello", "Follow me", and "Wait". He 
can also growl, whistle, and fart (highly 
amusing, oh, and useful for attracting 
attention. Honest, guv.). He has to use 
these communication techniques to try 
and guide his fellow slaves to safety. 

At various points you will find circles 
of flying birds. These are 
gateways through which 
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Oddworld's cinematic 
appeal is enhanced further 
by its absolutely lavish 
intro sequence. This mirrors 
the quality of the game 
itself, and its creators have 
employed subtle use of 
sonics and lighting to 
generate a truly imposing 
atmosphere. If only all 
games were shown this 
much attention. 

If you remember Flashback 
with fond memories, you'll 
love the quirky world of 
Abe and his battle to avoid 
becoming a pie-filling. The 
format is similar to 
Delphine's classic, with 
flick-screen levels, 
requiring a combination of 
quick reactions and careful 
thought to negotiate. 
Oddworld is beautifully 
realised with gorgeous 
rendered back-drops, full of 
graphical touches, all 
helped along with superior 
sound. Abe himself is an 
unlikely hero. He's totally 
unattractive and, to be 
honest, a bit pathetic. 
However, you find yourself 
genuinely feeling for the 
plight of this scrawny, 
bulgy-eyed creature. 

Having said that, Abe won't 
appeaKo everybody. Still 
it's quite unlike anything 
else around at the moment, 
so if you fancy a bit of 
variety in your gaming (and 
who doesn't) it's well worth 
checking out. 


thought has obviously gone into the 
look of the characters, and the way 
they move reflects this. Abe's tip-toe 
walk when he is trying to be stealthy 
is one of the silliest walks I have ever 
seen. I wonder if he gets a grant from 
the Ministry? 


The control of the game is all fairly 
straightforward, again reflecting its 
PlayStation origins. Quite annoyingly, 
throughout the configuration screens, 
you are constantly asked to press 'X' to 
confirm actions, when what they really 
mean is 'Enter'. In fact all the signs are 


could keep all that high resolution 
detail despite the PlayStation's meagre 
2mb of RAM. 

It is perhaps regrettable that the 
PC version should also be similarly 
constrained, but to change it they 


the levers, and defeating the enemies 
as you go, then on to the next screen. 
The animated characters are only two- 
dimensional sprites, and on paper this 
sounds a bit pants, doesn't it? But you 
have to see the game to understand 


would have had to re-write the entire 
game, so learn to love it as it is. 

The two dimensional character 
sprites are all beautifully animated, 
with a high frame rate to give them 
extra-smooth movement. A lot of 


that it really is just right. First, there 
are over four hundred of those static 
screens, and each one of them is as 
beautifully painted as a Rodney 
Matthews poster, and the reason they 
don't move is so that the designers 


The guy to the right with the five noses and the big gun is a Slig, one of the guards from 
RuptureFarms who is trying to hunt Abe down. However he can take over their minds by Chanting 
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that there have been hardly any changes 
made to the game in its translation 
across from the PlayStation to the PC. 
Movement is all done by the cursor 
control keys, left and right for direction 
of movement, up and down for jump 
and crouch. 

Crouch and move, and Abe rolls 
along like a ball-very useful for keeping 
your head down below barricades and 
the like. Hold down 'Shift' and a 
direction arrow and Abe breaks into a 


difficult to control, and you are probably 
better off walking up to the edge than 


Meet Abe. He may look a bit strange, but he 
was born to be a great hero. No, really 


doing a standing jump by hitting the 
space bar. Abe then does another Lara 
impression, grabbing the ledge then 
pulling himself up. 

The other controls are the number 
keys, which produce the speech, farting 
and chanting effects, and the 'Ctrl' key, 
which is used to pull handy levers, 
disarm bombs, and all the other essential 
actions which heroes generally have to 
do in a day's work. 


ipwi 
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Actually moving Abe around the 
screen is quite easy, as the platforms 
are obviously designed to match the 
length of his stride. You can step right 
up to the edge of a nasty chasm by 
repeatedly tapping the direction arrow, 
and as long as you make sure you're 
reasonably careful, you won't fall off 
the edge too often. 


usoAtms 

hunts 


series of stories, so there should be 
plenty of future in it. 

It is a shame that the designers 
couldn't have taken advantage of the 
greater range and strength of the PC 
over the PlayStation when converting 
Abe's Oddysee - they could have given 


In conclusion then, Abe's Oddworid 
Oddysee is a welcome change from the 
rather stale world of platform games, 
and is superbly entertaining to play. I 
can't see that it would be the sort of 
game you would want to go back to 
time after time once you had completed 
it, but with over four hundred screens 
- each with a clever and entertaining 
puzzle to solve - there is certainly 
enough to keep you going for a couple 
of weeks or more. 

Also, Oddworid Inhabitants, the 
developers of the game, have said that 
they intend to bring out four more 
Oddworid games, forming a connected 


This is the RuptureFarms factory 
where Abe, as a runaway slave, 
starts his greatest adventure 


the game some levels larger than a single 
screen - but I have been told that if 
this one is a success, then future releases 
may be aimed more towards the PC 
market. So, the future 
looks bright for A 
Abe and co. Cliff m 
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Abe is the unlikeliest 
looking hero you'll ever 
see, but you'll fall in love 
with him straight away. 
Funny, original, and 
highly entertaining 
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Tnmb Raider 

Ihe Dagger at Xiaa 


EXPLOSIVE L 


V7M At last! After an the waiting it’s finally here - we 
get ta try out the new 


MUST BUYll 


progress reports, and just plain waffle for 
the past three or four months, trying to 
spin ever more lavish articles out of the 
scant information available. The problem 
with this level of coverage, of course, is 
that when the finished product finally hits 
the streets, it has an awful lot to live up 
to, especially if it is a sequel. Take the 
latest Batman movie for instance. It had a 
huge amount of pre-launch marketing and 
merchandising, 'gorgeous' George Clooney 
appeared in every magazine in the world, 
there were adverts everywhere, and more 
general hype than you could shake a stick 
at. But when the film was finally released 
it proved to be a big disappointment - 
and it flopped at the box office. 

This is the fate I was afraid might 
await TRII. How could anything possibly 
live up to the incredible publicity 
surrounding the release of this game? There 
is of course only one answer to that 
question: the sequel game had to be so 
amazingly brilliant that it surpassed not 
only its predecessor, but also surpassed the 
expectations generated by all the media 
coverage. Have they done it? Is Tomb 
Raider II everything we hoped it would be? 
Can anything be that good? Well I have 
now played a pre-release copy of the new 
game, and I am delighted to tell you that 
the answers are yes, yes and yes. I am 
happy to report that Tomb Raider II: The 
Dagger of Xian is totally brilliant and 
unquestionably the best game to appear on 
the PC this year. Whew! What a relief! 

Home sweet home 

Those of you who have become regular 
readers of UPC will have seen the Tomb 


omb Raider II: The Dagger of 
I Xian has been the subject of 
more hype and advance publicity than any 
other game ever. Every games magazine 
has been running previews, work-in- 
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Raider II preview supplement which we 
gave away free with issue two, and will 
already know about most of the new 
features to be found in the game. You'll 
also have seen pictures of some of the new 
levels, but all the screenshots in the world 
can't convey the feel of the game, how it 
handles, and how addictive it is. For this I 
can only recount the following anecdotal 
evidence. When I arrived in the UPC office 
on Monday morning, Jon Evans, our editor, 
handed me a package, saying "Here Cliff, 


finish up so I can get back to the game. 
But I'll try not to rush too much... 


Is Tomb Raider II everything we hoped it would be? 


BER 199 


you did the preview, can you do the review 
as well? It's Tomb Raider II." Within about 
ten minutes I had it installed, and after a 
brief visit to the vastly expanded 
Lara's Home section for a bit of a 
refresher course, I started on the 
first level of the game. A short while later, 
somebody nudged me and said "It's time to 


House and garden 

Trying to list the ways in which TRII is 
better than the original is going to be a 
long job; it's all better. Starting at the 
beginning, in Lara's Home, you 
immediately discover improvement 
number one: outdoor locations. The blue 
sky is a huge dome above your head, with 
fluffy white clouds... Almost poetic, isn't 
it? Then you look at Lara, and you notice 
improvement number two. Well, two and 
three, I suppose. The new-look Lara is a 
delight to behold, with a higher number 
of polygons giving her figure curves 
where before there were only corners, and 
the detail on her facial features is also 
much improved, especially her eyes. 


go home..." I looked up. It was dark 
outside, and I suddenly realised I was 
starving hungry. I had been playing for 
about eight solid hours, and had completed 
the first two levels of the game. I thought 
I knew what 'immersive gaming' meant, but 
I was wrong. I've had an easier time trying 
to give up smoking than trying to switch 
this game off. 

While the original game was by no 
means boring, the sequel has an added 
edge of danger and excitement which 
makes it completely irresistible. While 
I'm sitting here writing 
this review, I want to 


This product is NOT endorsed by 
the Venitian tourist board 


A quick turn around Lara's new back 
garden assault course (every home should 
have one!) will pay dividends later on, as 
there are a couple of new moves you 




















3jRE view 





Improved enemy AI. Now the 
baddies will come looking 
for you, so watch out! 


Controllable vehicles. Have 
fun and laughter with a 
boat and a snowmobile. 

Human enemies. Out go the 
gorillas, in come 
the gangsters. 


For those of you who 
missed last month's preview 
special, here's a quick run¬ 
down of the main new 
features in Tomb Raider II. 

Dynamic lighting. Flares, 
flames and muzzle flashes 
light up the scenery. 

Shallow water wading. 

Instead of just swimming, 
Lara can now go for a paddle. 

Climbing walls. Lara has 
learned how to climb and 
traverse vertical surfaces 
using handholds. 


Costume changes. Lara gets 
to pose in a wetsuit and a 
flying jacket as well as her 
usual stuff. 


New weapons. Shoot 
harpoons, M-16 rifles, auto 
pistols and more 


More curves. A higher 
polygon count has given 
Lara herself a more 
feminine appearance. 


breathing dragon fighting on the side of 
the imperial troops. One of the monks, 
badly wounded, lies dying as the dragon 
looms above him. Looking up, he sees a 
glowing light in the dragon's chest. He 
reaches up and pulls a dagger from the 
dragon's heart. As soon as he does so, the 
dragon collapses and dies. The monks 
then take the dagger and hide it in a 
secret place in the Great Wall of China. 

The scene then cuts to the present day, 
as Lara Croft abseils out of a helicopter 
into a valley near the Great Wall, and the 
adventure begins. From the opening 
frames, as Lara slides down a rocky slope 
into a cave, you can tell this is going to be 
good. The improvements to the animation 
of Lara Croft are obvious and her 
movements appear just a touch more 
natural than they did before. One of the 
first things you have to do on the first 
level is wade through a shallow pool of 
water, which is a whole new move in itself. 
After a bit of climbing around in the rocks, 
and a brief fight with a couple of tigers, 
you can make your way up to and inside a 
fortress on the Wall, and straight into a 


to the game now please? 

series of traps more fiendish than even the 
last level of Tomb Raider I. In the space of 
about a minute you have to flee from 
rolling boulders, hurdle scything blades, 
dodge spiked walls closing in on you, and 


New moves. Lara has been 
in training and can now roll 
underwater and change 
direction in mid-air. 

Improved graphics. The 
game engine has been 
tweaked to reduce some of 
the slight glitches in the 
first game 


should try and get the hang of before you 
need them, namely climbing walls and 
turning in mid-air while jumping. Try and 
avoid bumping into the Butler too often 
though, as it appears to disagree with his 

Right, that’s four pages, 
can I get back 


digestion! There is also a mystery in the 
garden, or more precisely in the maze, 
which is on the other side of the garden 
from the assault course. Near the middle of 
this maze is a tunnel, which leads to a box 
of flares and a switch. Press the switch 
and it opens a locked door inside the 
house. Run as fast as you can to that door 
and behind it you will find... Well, I guess 
you'll have to wait and see, won't you? 


Run for your life 

The first level starts with an animated 
sequence of a vast battle in ancient Tibet 
between warrior monks and the invading 
army of imperial China, with a fire- 
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Leap over half a dozen pits full of spikes! 
It's useful to note that you can save at any 
point in the game, and this is an excellent 
feature, but you don't have time to save 
when you are running for dear life down a 
corridor as the floor collapses under your 
feet! However if you survive all that you 
get a highly spectacular ride on a giant 
death slide as a reward. 

There are several set-piece stunts 
like this in the new game - including 
some excellent powerboat jumps - and 
they are timed to provide an exciting 
climax to the action. It is this level of 
attention to the details of gameplay 
which makes Tomb Raider II so good. 
The team at Core Design have clearly 
learned lessons from TR I and have 
improved upon it in every way. 

Mined the gap 

The first section of the game is fairly 
short, really nothing more than an 
introduction, and before you know it you 
are whisked away to the canals of Venice. 
This section demonstrates one of the 



major changes in the new game - there 
are lots more human enemies trying to 
kill you than there ever were in TR I. 
There are many puzzles and more than a 
few nasty traps, but this level is mostly 


about fighting. Lara starts the adventure 
with a shotgun as well as her trusty 
pistols, and both certainly come in handy 
on this level. There are a couple of other 
rather smart weapons to pick up as well, 




and you'll get to be an expert at using 
them before you leave Venice! The 
powerboats which are your main mode of 
transport around the canals are a lot of 
fun: they handle well, and have an 


impressive turn of speed. If you press the 
action key (usually Ctrl) it opens the 
throttle and you really fly - which is 
necessary for some of the stunts - but 
watch out, as you can wreck the boat and 
injure or even kill Lara by crashing at 
high speed. Mind the mines, too! 

I suppose I could waffle on for 
another couple of pages trying to 
detail every great feature of this game, 
but this is a review, not a solution. The 
whole point of the game is that you're 
trying to solve a mystery, and if I tell 
you the answers then it kind of defeats 
the object, doesn't it? I can give you a 
general idea of what to expect, and 
that is excitement, mystery, puzzles, 
traps, stunts and fighting all in large 
quantities, and all brilliantly and 
beautifully executed. 

The first Tomb Raider game has been 
in the top ten charts continuously since it 
was released and has been one of the 
biggest selling games ever. I hereby 
predict that Tomb Raider II: The Dagger of 
Xian will be even bigger, and deservedly 
so. Right, that's four pages, can I get 
back to the game now please? Cliff 



The team at Core Design have clearly 

learned lessons from TR I 
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Maximum respect to Core 
Design. Lara Croft's latest 
adventure is a masterpiece of 
amazing graphics and addictive 
gameplay, even better than its 
famous predecessor 
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When one or more power 
plants are running properly, 
the amount of funds 
available will rise 
accordingly. This cash can 
be spent on upgrading the 
technological level of the 
various parts of the game, 
including the Wraith, base 
facilities, and general stuff. 
There are three levels of 
upgrade available for the 
Wraith; tech level one is 
the default, tech level two 
is a reinforced chassis, and 
level three is the advanced 
chassis (definitely the dogs 
whotsits!) Weapons too can 
be improved up to three 
tech levels, each costing an 
appropriate amount of 
funds, the first is which is 


UPGRADE 
DR DIE 


O t Last, a game I can go on and 
on about, for days if necessary 
- but don't worry, I won't. Uprising has 
all the makings of a really popular game; 
strategy, fast 3D action, and a multitude 
of upgrades and technologies, but I shall 
first set the scene: Earth as we know it is 
divided, with each group believing that 
they have the right to conquer and own 
whatever land they saw fit, which of 
course just makes the whole situation go 
from bad to worse. To compound this, a 
few years ago, an unprovoked attack on 
the planet of Albion by a totally unknown 
alien race wiped out the population in a 


Uprising is set in a huge 3D wnrld, 
with a smnnth, quick frame rate 


matter of hours. A new government was 
set up to try and deal with the situation, 
and so for the first time in years a fleet 
of all races and religions, whose size was 
unmatched in the history of mankind, 
was sent to battle the newcomers. Every 
while or so reports were sent back telling 
of major fighting and of success in 
beating back the enemy. A single 
message was also sent quietly back to 


Aliens abroad 

It turned out that what they found 
could be used by humans, and was 
considerably more powerful than 
anything they already had. The main 
find was 'The Wraith', this is the basis 
of the game, it is a mobile command 
post with some amazing capabilities. It 
can handle a huge assortment of 
thirteen different weapon types, and is 
incredibly tough. The other artefacts 
that were found allowed the rebels to 
construct a system of teleporting units 
into 'Hot Zones' of planets, where they 
were most needed. The game begins as 
you are teleported, inside the Wraith, 
to the battleground where you have to 
complete a specific mission, these are 
generally build bases then kick the 
aliens the hell off the planet, simple 


known space with information about alien 
artefacts found on the planet of Albion. 
This was very quickly hushed up and 
denied by the military, who also quickly 
placed a planetary seal on the place. 


huh? Not quite, first you must locate a 
control square and call in a citadel. 

This is airlifted to position, then 
dropped, literally, onto one of four 
possible spaces on your new base. (I 
made the mistake of parking the Wraith 
on a building square and was promptly 
squashed by an incoming factory!) The 
citadel is an integral part of the base 
defences, for it houses a very high 
powered laser at its top, which I am 
glad to say can be controlled by you, or 
will quite happily blast anything that 
comes near it using its own AI. It is 
also the main part of a base, converting 
resources into energy and so letting 


Uprising 


Combine the concept of CSC, the 
playability of Hoorn, and the addictiveness 
of several illegal substances 


HOT PRQPERTYL 


MUST SEEN 


always free mind you. 


Take control of a well armoured battletank - or if yoo fancy snmething a bit mure heavy duty, then jump into the seat of the main citadel gun enplacement 
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Even in the manual it warns 
the player not to try and do 
everything by themselves, (as 
this warning is at the back, 
unless you read the thing 
from cover to cover you don't 
find out until you've been 
stomped on a few times!), as 
the game's AI is excellent. 

The soldiers, if teleported 
onto the field near a enemy 
base, will automatically move 
toward it clutching some 
explosives, (default for 
soldiers) and try to plant 
them at the base of the 
citadel. The AAV's will fly 
around looking for a target 
rather than wait until 
attacked. Which as you can 
imagine makes the players 
life a whole lot easier. 




you build more facilities, like a power 
plant, or a utility. There are several 
different utilities available to build, like 
tanks, barracks, AAV's (aircraft), 
bombers, or even a killer satellite to 
keep the air space clear. One thing to 
remember though, the other side are 
trying to do exactly the same, so time 
is of the essence. 

A world of pain 

Uprising is set in a huge 3D world, with a 
smooth, quick frame rate, this results in a 
fast-paced action explosion; one second I 
was meandering through high walled 
valleys, the next I was mobbed on all 
sides by land and air vehicles. Because of 
the teleporting system I had to be so 
seriously aware and alert to stop the 
opponent getting the surprise. This works 
both ways of course, there is nothing 
quite like quietly approaching an unwary 
enemy base, then 'gatting' in couple of 
dozen assorted tanks, planes, bombers, 
and soldiers, then watching the fireworks! 

But what about weapons I hear you 
shout? Okay, okay, there's loads of 'em, 


starting with the default primary Wraith 
gun, the Gatling Laser, a standard 
middling power laser which recharges 
from the vehicles fusion reactor, the 
secondary default is a limited heat¬ 
seeking missile launcher offering good 
damage levels verses air and ground 
targets. Among others there is a Cupid 
Missile Rack, Sline Guns, Mole Torpedoes, 
a Flame Gun, (no campaign would be 
quite the same without them!). Land 
Mines, and the most fun of all, the Anti- 
Matter Disk, this uses terraforming 
technology to move across the battlefield 
leaving massive destruction in its wake. 


Uprising has all the hallmarks of a winner 
- fast, versatile graphics, combined 
with a level of playability that I found 
really addictive. Graham 
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A riot of a game, 
eminently playable 
with fast graphics, 
good sound, and some 
excellent game concepts 
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CRAZY NEW 


As well as a new visual look, 
yer favourite frog has some 
new exciting moves, including 
a Super Jump, a Power Croak, 
(I'm still trying to work out 
what it's for!) and a heat¬ 
seeking tongue, for snapping 
up those flies for a few extra 
points. Frogger will run on 
just about any machine, as 
long as it's really fast, 
preferably with a 3Dfx 
accelerator card. I tried to run 
it on a P200 in high-res, and 
it was painful to watch - I am 
not joking! Okay, with a 3Dfx 
it definitely looks the part, 
very pretty, very fast, but is 
still has very tittle in the way 
of playability I'm afraid. 



ULTIMATE INFO 

PUBLISHER 
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DEVELOPER 

HASBRO INTERACTIVE 

PRICE 

£39.99 

RELEASE 

OUT NOW 

WEB SITE 

www.frogger.com 

PLAYERS 

1-4 

MEMORY 

16MB 

PROCESSOR 

P90 

GRAPHICS 

1MB VIDEO CARD + 3DFX 

SOUND 

SB + 100%C 

CONTROLS 

KEYS AND MOUSE 


If they had put this much 
effort into an new and 
original game concept the 
results would probably be 
far, far better 


VERDICT 
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I thought that games techootogy had mined on from the early eighties, I was wrong! 





slowest lane is positively zooming along. 
Onto the second area! This is where the 
resemblance to the original Frogger goes 
out of the window, and is replaced by a 
pretty banal platform type game, with no 
real skill involved but more a matter of 
learning every movement and jump 
parrot fashion. The first level of this 
area, Lily Islands is where you get more 
of a feeling of 3D; crocodiles are 
introduced, along with corners and some 
very confusing bits I couldn't make head 
nor tail of, and I even had some cheats! 
Next comes the third area, this involves 
kind of tower blocks with spinning 
platforms - very hard, and very 
frustrating having to go back to the start 
every time you get splatted, which, take 
my word for it, will happen an awful lot! 

I'm afraid I don't rate this at all. With 
today's technology you'd think people 
could come up with something a little 
more impressive than Frogger for 
the nineties. Unless you have a 
3Dfx card or you're very young 
don't bother! 


Realistic 3D? Not! 

How is it possible to improve this 
wonderful game? Redesign it in glorious 
3D of course! There are now nine areas of 
froggy fun to be had, with several levels 
for each area. The first area is modelled 
almost exactly on the original Frogger , 
five levels of motorised mayhem and 
watery wonders. The traffic on the first 
level is pretty slow in both directions, 
and is easy to complete. The last level 
however is not such easy going, even the 


With a 3Dfx card the graphics definitely improve greatly 


eality to Hasbro! Is there 
anybody in there? Naa, I don't 
think so man. I cannot believe that 
anyone would re-write a game like Frogger. 
Okay, when we were in our early teens it 
was one of the best games out, so it was 
either that or Space Invaders. Personally, I 
would have played the latter, but what the 
hell. Frogger was originally designed 
fifteen years ago for the Atari and Amiga 
platforms, and was well known for its 
addictiveness and fun gameplay. The 
object of the game for those that don't 
know, is to guide a little green amphibian 
across numerous obstacle strewn courses, 
without getting flattened by cars, stung by 
bees, made into chopped frog by 
lawn mowers, or poisoned by spiders. 
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RE view 


Eastern Front 

Can hex-based tabletop wargaming work on the PC? It depends on just how you do It. 




The hexagonal grid of the Eastern Front maps will be familiar territory to all traditional wargamers 



here have been a couple of 
excellent tactical wargames 
released recently, for instance Sid 
Meier's Gettysburg! and Close Combot 2, 
both of which scored high marks in our 
recent reviews. So Eastern Front , a new 
release from Empire Interactive, has 
some rather stiff competition to live up 
to. The game tries to recreate the 'big 
boys' wargames, which are hex-based 
tabletop miniature historical 
recreations, in this specific case the 
German invasion of Russia in 1941. This 
was a crucial phase of World War II, but 
is often overlooked, probably because 
the Americans weren't involved. In 
theory it is the ideal choice for a 
computer simulation, since it involved 
the largest tank battle ever mounted, 
and tanks are easier to animate than 
most things. This simulation takes the 


concept of the hexagonal grid map used 
in traditional wargames and adds 
detailed computer graphics. The terrain 
has three-dimensional properties, in as 
much as it affects movement rates and 
line of sight, but the buildings and 
other structures are not true 3D 
objects, and units move over them 
rather than around them. 

Eastern Front concentrates more on 
scale than graphical niceties, with fifty 


and fire all your units, call in any 
airstrikes or artillery barrages, then wait 
while the artificial intelligence 
controlling the enemy units makes its 
move. This turn based system does make 


The rules relating to morale and 
leadership are well implemented 


different scenarios ranging in size from 
ten to seventy turns. The game 
mechanics reflect the rules of tabletop 
gaming, with each unit having statistics 
for action points, morale, firing cost, 
etc. Action is turn-based, so you move 


the game rather slow, but then so is 
tabletop gaming. The rules relating to 
morale and leadership are well 
implemented, and need constant 
consideration in order to prevent your 
troops from fleeing in disorder. There is 
also a versatile scenario editor, which 
allows you to create your own maps and 
troop dispositions. Where the game falls 
down is on playability. It simply isn't as 
much fun to play as some of the other 
titles available in the genre. It lacks the 
intuitive interface and excellent tutorials 
of Gettysburg!, and it can't match Close 
Combat 2 for graphics and attention to 
detail. However, it is an original approach 
to a difficult genre, and a sequel would 
be interesting to see. Cliff 
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PUBLISHER 

EMPIRE INTERACTIVE 

DEVELOPER 

TALONSOFT 

PRICE 

£39.99 

RELEASE 

OUT NOW 

WEB SITE 

www.empire.co.uk 

PLAYERS 

1-2 

MEMORY 

16MB 

PROCESSOR 

P75 

GRAPHICS 

VGA 

SOUND 

SB + 100%C 

CONTROLS 

MOUSE 


An interesting but flawed 
attempt to recreate 
tabletop wargaming on a 
PC. Many good features, 
but there are better 
wargames around 
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The artwork of the battlefield is well-detailed, but objects such as the buildings are just painted on the background and are not really three-dimensional 
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RE view 


After its success on the NB4, this comic 
hook conversion reaches the PC. Okay, 
it is anather first person shenter but 
it dues have a good angle - it’s daytime! 


es, that's right, most of the 
scenes in Turok take place in 
the luscious environment of some distant 
jungle. Here is a game like Riven , to really 
make the most of the costly graphics card 
you bought, especially if you're still 
wondering whether it was worth it. The 
graphics do look impressive and it is so 
good to 'see' a game like this where you 
are not lost in shadows under dreary skies. 
In fact, if Tomb Raider was a first person 
game it would look quite like this. 

Turok is based on the Acclaim 
Comics/Valiant Heroes title of the same 
name. Some people may be a bit put off 
by the fact that is was originally designed 
for the Nintendo rather than for the PC, 
but is has been said that the game is a 


direct translation of that version with all 
the rendered graphics and music. On 
viewing the game this certainly seems the 
case; I've seen both versions and there is 
little difference between the two, other 
than the obvious control differences. 

To be this good however takes 3DFX 
or Power VR, so if you ain't got it ,you 
can't play it! That will obviously be 
disappointing to many, but more and 
more such specifications seem to be 
essential. So does it make a difference? 
Well the answer to that is, 'clearly'. In 
fact the graphics are sharper and brighter 
than the N64 version adding an extra 
depth to the scenery. 

Do you think he saw us? 


^^Pan m mm mm* mm _ 

iu run. 
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Anyway, the game is about the adventures 
of the primal hero, Turok. The name Turok 
is been given to the eldest-born male of 
the Fireseed family, and has been so for 
many generations. It's up to him to 
protect humanity from the rampaging 
monsters in his neighbourhood. You see, 
Turok lives in a world caught in an 
interdimensional rift, where the past, 
present and future merge into one. It is a 
lost world, similar to the one in the 1975 
film 'The Land That Time Forgot'. The only 
difference is the future part, because the 
dinosaurs that exist here are 'bionosaurs' 
and often have chunks of metal on their 
heads, which looks a bit naff. 

As the new Turok, players must defeat 
the Campaigner, who is planning to 
conquer Earth with a bunch of these 
bionosaurs. To defeat him you must 
collect all the pieces of the Chronoscepter, 
which is a device that bridges the gap 
between the lost land and Earth. 

The gameplay is totally non-linear, 
which is as confusing as it is interesting. 
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On the left-hand side of the screen yuu can 
see the weapnn select, take your pick! 



The Campaigner has a whole 
horde of bandits to stop you 
in your quest Each of these 
chip-brained beasts will 
come at you more often and 
harder than anything you 
have experienced before. 
Once you've finally killed 
them, you can turn around to 
find another clone standing 
in the same spot with the 
same level of clout. There's a 
good level of variety too, 
with four legged beasts 
sporting spines, raptors, 
gorillas, stupid fly things 
and of course, the T-Rex. 
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Turok adds new colour 
to a fading genre but relies 
on traditional first person 
gameplay and platform 
elements which were 
thought to be extinct 
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just like in Hexen. There are eight levels 
in total but there are also warp hole type 
affairs, which allow you to go from one 
to the other - if you have the keys - so 
you'll often find yourself in a place 
you've already been to. These different 
levels range from jungle clearings and 
ancient ruins to dark caves. 

As you move through the levels, Turok 
soon begins to feel like a 3D platform 
game. A lot of precise movement is 
required to move around the levels: there 
are ravines to jump across, cliff edges to 
scale and columns to jump from one to 
another. If you've played plenty of platform 
games, you'll know how frustrating this can 


get - especially when you miss when you 
only have one jump left to do. To be fair, 
the game does provide a training mode to 
get used to most of the obstacles you'll 
face in the game, from walking along logs 
to swimming through underwater caves, 
like in Tomb Raider , you'll soon get the 
hang of it. 

Control yourself 

The controls are the same as Doom and 
Duke Nukem , with the traditional page 
up/down keys to view as opposed to the 
mouse 3D view, which is now quite 
popular. It's handy to have the map on a 
lot, partly so you don't get lost in the 


the weapons work, as regards the distance 
and you'll often have to aim high to allow 
for gravity when shooting long range. The 
range of weapons is very broad; knives and 
shotguns are nothing once you've seen my 
personal favourite, the Quad Rocket 
launcher, as well as the Atomic Fusion 
Cannon. There are fourteen in all, all 
accessed by a pop-up like a bullet 
chamber which you scroll through. 
Obviously you don't have them all to begin 
with as that would be far too generous! 

Even though everything looks fantastic, 
there are a few things that are repeated. 
You often get the same dinosaur running at 
you twice and the background sound 
effects sometimes don't correlate with what 
you're seeing. Saying that though, you can 
always hear the enemy coming. 

Turok marks another step forward in 
first-person combat games, though 
mainly just graphically. However, the 
platform elements of the game can get 
annoying and this, coupled with the lack 


The gameplay is totally non-linear, 

which is as confusing as it is interesting 


SB + 100%C 


caves and also to help with the jumping. 
The view is also important when firing, 
because you can look 60 degrees around 
you and about 90 degrees vertically and 
there will be enemies firing from all over 
the place. It also takes time to learn how 


of sufficient save game points, means 
that you're often covering the same 
ground. Hopefully it hasn't been designed 
this way to make the game longer, as the 
game seems big enough as it is. The lack 
of multiplayer options will disappoint 
quite a few people too - it would have 
been cool if you could've played as a T- 
Rex! There are not many aspects, other 
than the change of scenery, to 

differentiate between Turok and 
any other first-person game, 
but a change is as good 
as a rest. David 


KEYS AND JOYSTICK 







































ver since those prehistoric days 
of gaming, back when the early 
Battlezone arcade machines gave us a 
taste of tank combat, there has been a 
niche in the computer games world for a 
really good tank simulator. The latest 
title to fill this niche is Armored Fist 2: 
M1A2 Abrams. The game puts you in 
command of the most powerful main 
battle tank on the modern battlefield, 
with a massive 120mm smooth-bore 
cannon that's capable of firing several 


Conserving your ammunition 

is also a vital consideration 


different kinds of ammunition, and a 
highly sophisticated computerised 
communication, sensing and targeting 
system to keep you in touch with the 
world outside your armour plating. 

This simulator recreates all the main 
systems of the M1A2 Abrams tank in its 
three different playing modes. The Easy 
mode is an arcade style simulation, which 
still offers full control of all the tank's 
systems, but with the more complicated 
features handled automatically. The 
Realistic and Realistic with Autolock 
modes require far more manual control 
of the vehicle, but offer a more lifelike 
simulation of battlefield conditions. 


positions has its own specific instruments, 
and controls different aspects of the 
vehicle's operation. You can also drive 
the tank in chase mode - which is that 


You can take control of your tank from 
any of four positions: gunner, driver, and 
the tank commander's position, with the 
hatch open or closed. Each of these 


camera position just behind the vehicle, 
familiar from any number of racing games. 
From this position you can fire the gun, 
but aiming can Literally be a bit hit- 
and-miss. 

NovaLogic have used their patented 
Voxel Space 2 rendering technology to 
create a highly realistic and detailed 
landscape to drive your tank around in, 
and a full cast of realistically modelled 
enemy vehicles are on hand to provide a 


Crush the opposition flat in sixty-seven toes of 
rolling thunder, in this excellent tank combat 
simulator from NovaLogic. 



Some of the battles can get a bit 
intense, so don’t blow your top 
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REview 




you know it you are into the actual combat 
missions. This is when you find out just 
what it's all about. This time they are 
actually trying to kill you. 

In order to do well in this game, it is 
important to learn to think like a tank 
commander. Use terrain to your advantage; 
never present yourself as a target on the 
horizon, and try to use as much natural 
cover as possible. Remember that while 
you as the commander may be able to 
see the target from the top of the tank, 
the gunner may not be so privileged. 
Conserving your ammunition is also a vital 
consideration. You have three different 
kinds of main gun ammo. SABOT, which 
fires a dart-like projectile of depleted 
uranium and will penetrate the thickest 
armour, is best kept for knocking out 


around a course of waypoints and back to 
base, which is a piece of cake, but this 
is just to lull you into a false sense of 
security in readiness for the later missions. 
Next comes basic gunnery. You get to try 
out the 120mm main gun, the 7.62mm 
machine gun mounted alongside it, and 


DEKFJaTFJTOf/' 
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This is when you find out just what it’s all about 




You will get to take command at the heart of the battlefield in a modern warfare situation 


challenge, including the Russian T-80 
tank and deadly Hind armoured helicopter 
gunship. On your side, you have a wide 
range of allied units giving you battlefield 
support, including Bradley armoured cars, 
A-10 tankbuster planes, Apache attack 
helicopters and artillery bombardments. 

Also fighting on your side are the 
other tanks in your platoon - because in 
AF2 you don't just drive a tank, you are 
in command of a force of up to thirty-two 
armoured vehicles. You can ride in any of 
them, in any position, even if your original 
tank is disabled or destroyed. 

The game is mission based, and first 
up are a series of four training missions 
to familiarise you with all the basics of 
controlling the vehicle. You start with basic 
navigation, which consists of driving 


tough enemy main battle tanks, while HEAT 
is less powerful but is the best thing for 
fortified positions and stronger buildings. 
STAFF, or smart target-activated fire- 
and-forget is a highly specialised round 
which uses a shaped charge to attack a 
target from above which is usually the 
weakest point. It is very useful against 
helicopters. However you also have two 
powerful machine guns which are more 
than capable of taking out any lightly 
armoured vehicles and buildings, and will 
allow you to save your main gun rounds 
for the targets that really need them. 

I have only covered a few of the 
many detailed features of this first rate 
simulator, such as the Internet two 
player option, and the platoon command 
options. It comes complete with a 78 
page manual (all English!) plus a quick 
reference card and a keyboard overlay, 
and the training missions are highly 
instructive. The game was made with the 
assistance of the United States Marines, 
and I can't see them putting their name 
to an inferior product. Cliff 


the .50 calibre machine gun which is the 
commander's private toy. After blowing 
to bits a dummy base, you are about 
ready to take on targets that fire back 
at you, and the next mission pits you 
against the Russian T-72 tank. This 
should present no problem, and before 





Each of the positions in tank have 
their own special instruments 



As a tank combat 
simulator, this is 
without equal. If you 
have ever wanted to get 
the feel of modern 
land warfare, buy it 
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MUST SEE 




The combat system really is a 
veritable dream to ose 



All the planets that you 
come across have the 
potential to be colonised, 
although some are 
distinctly better for the 
job. When a scout ship first 
enters an unknown system, 
you then have the option of 
displaying all the 
information about each 
planet. Its population 
potential, its resources, and 
of course who, if anybody, 
owns or controls it. 
Transports are the only unit 
capable of colonising a 
planet, and with the fact 
that they have very little in 
the way of defences, it is 
sensible to escort them to 
their target and then let 
them get on with it. 


If you fancy a slice of hugely absorbing galactic 
empire building, then tank no further, this is it! 



f you need 
something 
in-depth and totally 
absorbing to get on 
with over the next few 
months, then this is 
probably it. Pax Imperia 
is by my reckoning the 
most complex game 
around, but at the same 
token it also has to be 
the most rewarding. Once 
the controls are mastered. 

This game is huge, 
boasting a massive eight 
hundred worlds to 
explore, up to 16 players 
at once and literally 
dozens and dozens of 
advancements, upgrades 
and new technologies. The 
intro is wonderful, it 


really puts you in the mood with its 
beautifully rendered images and fast and 
S furious battle scenes depicting the 
/ discovery of the Sol system's first 
wormhole. This opened up huge 
stretches of space and access to 
distant worlds that before were only 
dreamed of. This of course proved 
to mankind that they weren't the 
only race around (much to their 
disgust!), and so they set out 
to conquer the universe. 

Is there anybody 
out there? 

There is a choice of up to 
eight different species 
available to play; Humans, 
'nuff said; Gorak, don't get on the 
wrong side of these guys, they are 
tough, inhospitable, and are very 
good at war but not much else; 



D'Naren, the thinkers of the game, who, 
given the choice much prefer diplomacy 
and science to hostilities; Swarm, insect¬ 
like life forms which are given to mass 
reproduction and the need to build 
things; Jarkar are the gypsies or the 
nomads of space, they are above average 
at most things but lack the research 
drive; Kar'Tsoran, incredible economists 
who believe in rapid growth and 
expansion; Yssla, these psychic snake¬ 
like beings are the tops in espionage, 
and have an unrivaled intelligence 
system; and lastly the insect-like 
Schreki, masters of expansion using 
mainly war as a method. 

If you are one of those who like to 
get inside their games in a big way, 
then they will be glad to know that 
Pax Imperia has the option of custom 
designing a species to your own 
personal specifications from the 
bottom up. 



Pax Imperia - Eminent Dnmain covers such a huge playing concept as to make just about all others in the same genre rather tiny by comparison 
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Research is the key 
to success 

The game is spread over numerous 
screens, mainly because there is so much 
information at your fingertips at any one 
point, to try to cram it onto one or two of 
them would be daft, not to mention 
incomprehensible. The available screens 
are; the Main Control Screen, this is the 
base HQ if you like, it shows a star map 



you need to get detailed information on 
the fleet, upgrade any ships, or just want 
to check up on what your shipyard is 
currently producing. The Domestic Policy 
screen is mainly to gather info on the 
economic status of the planets under your 
control. To make treaties, start trade 
negotiations, and general contact with 
other species you need the Foreign Affairs 
display. The Planetary Surface is there to 
let the player have a gander at what a 
planet surface actually looks like, or to 
make adjustments to its economy. 

At some stage, hostilities are going to 
break out - it's inevitable - so planetary 
defences and a huge fleet of horribly 
beweaponed Destroyers are essential. The 


There is a choice of up to eight different 

species available to play 


combat system in this game is Lovely, you 
can take as much or as Little control of it 
as you see fit. The Battle screen is a very 
well laid out and good looking affair, with 
all the necessary commands at your 
fingertips. To make combat even more 
realistic, the whole lot is handled in real 
time, and it really does look impressive to 
see a horde of enemy cruisers homing in 
on your planet, then to watch the defence 
system activate and start throwing 
everything they've got at 'em - bombs, 
rockets, missiles, flames everywhere, 
explosions - it's a riot! 

Pax Imperia - Eminent Domain is an 
excellent space strategy game 
incorporating well thought-out concepts 
with a very high fascination level and 
excellent playability once you have begun 
to understand it. Graham 




highlighting the planets which you 
control, and those others have claimed. It 
also allows access to the other areas, by 
clicking on the spinning icons. The Sector 
Display is probably where you'll spend 
most of your time, from here you can 
control fleet movement within that 
system and to and from wormholes. 
Statistics for individual planets can be 
accessed, giving you vital information on 
the resources it offers, and who, if 
anybody, has already colonised it. To my 
mind the Research screen is the most 
vital, and is separated into five areas, 
Weapons, Shielding, Ship, Colonial, and 
Space. The Fleet Command display is if 


Review 


BIGGER IS 
DEFINITELY 
BETTER_ 


It's fair enough spending 
weeks and weeks doing all 
this research, but at the 
end of the day you still 
have to make it work for 
you. This is where 
construction comes into its 
own, because once the 
development has been 
completed, there are 
dozens and dozens of 
different things to build - 
from encryption centres, 
and forced farming 
systems, to outer orbit 
missile bases and 
shipyards. It is essential to 
make the most of your 
research as soon as you 
can, so when an upgrade 
becomes available apply it 
as soon as possible. 
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It’s been a while since we’ve seen a game based on 
formula one and just as the 1997 season closes, llbi 
Soft lauoch their big new title. 9ut will it get the 
cbeguered flag or eod op on the gravel trap? 


Three difficulty settings can be chosen 
(amateur, pro and expert) with players 
able to change more options to make 
things even easier or more difficult. 
These involve selecting or de-selecting 
realism buttons such as damage, pit 


speed restrictions and false starts etc. 

Of course, the weather can be changed 
from races with blaring sunshine to 
ones tipping down with rain. If you're a 
formula one follower then you'll know 
that selecting the correct tyres is 
essential depending on the weather 
status - do you go for slicks or wets? 

On the game mode front, you can 
either opt for a single race, grand prix 
or there are two championship modes; 
normal and customised. Newbies to the 
FI world are also invited to make use 
of the training option - however this 
was a big disappointment. Where there 
should have been step by step on¬ 
screen help or commentary, the 
developers have instead decided to put 
you on the track with a transparent 
car. You are meant to follow it and 
obviously learn where you're going 
wrong, but it's useless and will neither 
teach newcomers, nor improve more 


urprisingly there hasn't 
been much hype 
surrounding the release of Ubi 
Soft's formula one racing game, 
which seems pretty strange. 

Mention Grand Prix and everyone is 'oh 
wow, when's it out?' With FI Racing 
Simulation though, it has been a 
completely different kettle offish. But 
of course, that doesn't mean that it's 
not going to compete with Microsoft's 
award winning simulation, does it now? 

After seeing the screen shots prior to 
the game arriving in the office and 
reading some of the blurb, I was pretty 
excited to say the least. And being a bit 
of a formula one fan myself, I was very 
eager to get it loaded. Highly rendered 
graphics, an official licence tagged on - 
I think anyone in my situation would 
feel the same way. 


Options, loads of ’em 

Options wise, the game can be tweaked 
to the user's preference quite a lot. 


BUM 


H Racing 

SimnUll 


HOT PROPERTY 


MUST SEE 


rr 





No matter which driver you support, 
all the big names are here. 
Unfortunately though, they all sit in 
the cars from the 1996 season. So, if 
you're a Damon Hill fan you have to 
race using a Williams car ,where you 
should really be behind the wheel in 
an Arrows. Still, there are plenty to 



choose from: twelve teams are 
featured in all ,with two drivers for 
each. Which will it be? Do you take 
the easy option of driving a fast 
Renault or opt for a bigger challenge 
and sit in the seat of a Tyrell? The 
choice is yours - just make sure you 
get the chequered flag! 
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have to make your way over gravel, out 
of incoves and off run-off areas. Sadly 
the marshals who line the banks waving 
their flags can't be run down - a 
brownie point off for that one! 

If you happen to go over to the 
green, keeping the wheels straight and 
using slight movement to get back on 
track is vital. Of course, watch out for 
other cars surrounding you - they get 
pretty feisty and won't hesitate in giving 
you a shunt if you try and cut them off. 
Being the crazy driver that I am - 
virtually of course - I crashed into 
opponents every now and again, then 
watched as all different parts of their car 
(and mine) popped off - excellent! 

It’s go, go, go! 



experienced players' driving methods. 
Fortunately if you need some tips on 
taking corners (the biggest problem 
people have, I feel) then useful 
diagrams are provided, along with 
literature on how to not plummet into 
barriers and tyre walls. 

Possibly the biggest 
disappointment with FI Racing 
Simulation on the options front is that 
all of the teams and driver information 
have been taken from the 1996 
season. With all of the 1997 races 
dead and buried, it really doesn't make 
sense not to have used the 1997 
details, although licensing may have 
played a part in this. 

Once you've chosen your mode, 
played around with settings and 
selected a track and driver to race with, 
it's time to get to business and once 
you see the in-game graphics you'll 
realise why you need a 3D graphics card 
- the visuals are truly amazing. 

Driving around you'll notice that 
the tracks have been accurately 



researched to match up with the 
actual ones raced on over the season. 
From the bends to the grandstands, 
barriers and sponsorship, it's all here 
and makes the whole game a lot more 
realistic. Renault played a large part 
in the development of FI Racing 
Simulation , and we can thank them 
for making everything as realistic 
as possible. 


The speed sensation FI Racing 
Simulation offers is very good. It's 
when you're on the straights and in 
the process of overtaking that you 
really start to appreciate how good 
this title really is. 

On the odd occasion a voice will 
shout out "yellow flag" or "fastest lap" - 
fortunately these don't come every ten 
seconds, which is good, and the decision 


If you’re a formula ooe follower then you’ll know 
that selecting the correct tyres is essential... 


Keep on track 

For the first few races you will find it 
incredibly hard to stay on the track, 
which is due to a few reasons. For one, 
taking the corners is no breeze. 
Remember: this is a simulation, not an 
arcade game. You have to be very 
careful approaching bends and breaking 
too late can result in running off 
course. Getting back within the action 
after a spill is incredibly hard, as you 


not to include a main commentator was 
a good one. There's nothing worse than 
hearing someone repeat themselves over 
and over again, due to too few sound 
files and bad programming. 

As good as Grand Prix ? In some 
respects, yes - the visuals in my 
opinion are far superior. Although the 
tactical racing style may not be ideal 
for those not heavily into FI, the 
realism is the best seen yet in a 
formula one game. Simon 



A great sensation nf speed can be felt when playing FI Racing Simulation - especially on those straights. Overtaking is really quite satisfying 
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Mindscape have high hopes for this third installment of the 
Steel Panthers series, but can it make the grade in a gaming world 
increasingly dominated by real-time titles? 





If you’ve got a phobia about 
hexes, then steer clear of this! 


aving been an avid fan of the 
first two Steel Panthers games, 
when news of this third title broke, the 
review was already mine. After being kept 
up until the early hours of the morning 
on more than one occasion, as I tried in 
vain to liberate yet another French town 
from the Germans or capture one more 
Iraqi stronghold, there was no way I was 
letting anybody else in the office lay their 
hands on this game! 

The sad fact of the matter was that I 
wasn't exactly having to fight others off. 
In fact, come to think of it, I was the 
only one who really wanted to review the 


game in the first place. That's wargames 
for you though - a niche market supported 
by a dedicated following. As one of this 
dedicated few, the arrival of Steel Panthers 
3 was something of an event. 

The original two titles are amongst 
the best-selling wargames ever released. 
The intuitive control interface, smart 
graphics and compulsive gameplay made 
them instant hits with the notoriously 
picky wargaming fraternity. 

The first Steel Panthers game was set 
during the Second World War with players 
able to choose to fight as any of the 
main antagonists (Germany, Japan, UK, 


America and Italy amongst others). The 
second title was set between 1950 and 
1999 and sported historical conflicts, as 
well as some hypothetical ones between 
a much wider range of nations. Steel 
Panthers 3 goes one better, with players 
able to participate in actions spanning 
the years 1939 through to 1999. What 
this allows is the best of both games - 
historical scenarios and hypothetical 
ones, spanning a wider era of modern 
warfare and encompassing a much larger 
number of nations. 

Covering over six decades of rapidly 
changing warfare, Steel Panthers 3 features 



7.62mm PKT CMG 


Preferences 


FO> UK Infantrymen x 35 

SHOTS: 5:5:5:2 

ENEMY SEEN: 1 



STANCE: Advance to 222,222 

MOVES: 6 

TARGET: 



HIGHER HQ LINK: Command Link 

- Contact ORDERS: <F:?> 

RANGE: 2 hexes 




SUPPRESSION: 1 





Steel Panthers 3 uses the same easy-to-use controls and menu system as the previous two titles. Anyone familiar with these games will feel at hnme 
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hundreds of different weapons and vehicles 
from dozens of different nations. One of 
the outstanding qualities of the original 
two games was the amount of detailed 
attributes given to each of these units 
- sifting through the information for all 
the vehicles could often be like reading 
a Jane's Encyclopaedia! The multitude of 
units in Steel Panthers 3 have fared just 
as well and it's hard to fault the game on 
this score. 

Although a lot in Steel Panthers 3 
owes itself to the previous incarnations 
of the game, there's also much about it 
which is new. The most obvious difference 
is in the scale of the game. Steel 1 and 2 
were both platoon based games, but SSI 
have gone for a Brigade level of command 
in Steel 3. Each of the units now represents 
roughly four vehicles, or around 40 to 
50 men. With the new size units come new 
size maps and each hexagon now stands 
for about 200 yards of terrain. This terrain 
is reactive to the fighting; the forests, for 
example, can catch on fire, bombs leave 
craters and heavy fighting leaves a dense 
smoke that limits visibility. 



games so successful has been retained 
and the rules remain largely the same, 
making it easy for veterans of the Steel 
Panthers games to jump straight into the 
action (for beginners there's an excellent 
tutorial that will take them through all 
aspects of the game). 

There are some differences though - 
apart from general tweaking, such as the 
improved artillery, the most important 
change concerns lines of communication. 
Players have to keep their companies 
and brigades in communication with their 
lead units, otherwise morale and fighting 
effectiveness can be affected. This new 
feature makes both the positioning and 
movement of troops far more tactical 
than in earlier versions. 

In terms of content. Steel Panthers 3 
is hard to criticise. The game comes with 
six full campaigns, three of which are set 
during the Second World War, the other 
three being set post-1945. There are also 
35 individual scenarios and an improved 
random scenario generator which ensures 
a different battle and challenge every 
time. If players want more control over 


Although the change in scale allows 
players to fight larger battles involving 
more troops, it still hasn't changed the 
gameplay too much. The intuitive control 
interface that helped make the first two 


the kind of battles they fight, there's 
always the powerful scenario editor which 
allows them to create battles to their own 
specifications. Whether players choose 
to fight a generated or original battle. 



T-34/85 . 

Ready, moving at 19 
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HIT CHANCE: 2194 


Players can access a detailed profile of each vehicle and onit in the game - and there’s a lot! 




they are basically divided into two types: 
attacking and defensive. The attacking 
missions require players to capture victory 
objectives in a certain number of turns, 
whilst in the defensive ones, players must 
hold the set objectives for a limited time. 


ms of different nations 

Obviously, players will have to employ 
different strategies, tactics and units for 
these different types of battle. 

Despite all its good qualities, Steel 
Panthers 3 is not without its flaws. For 
starters, the only multiplayer options are 
either two players on the same PC, or 
play-by-email. Playing by email is slow 
and clumsy and is often open to cheating. 
A direct link-up option would have been 
preferable, although battles can take a 
long time to finish. 

I would also say that Steel Panthers 
3 is not quite as easy to get into as its 
predecessors, as the level of strategy is 
far more demanding. With this in mind, 
there's no doubting the fact that Steel 
Panthers 3 has been aimed at the 
serious wargamer. For such people. Steel 
Panthers 3 is a superb title. Packed with 
unlimited gameplay, hundreds of vehicles 
and units, and encased within some 
wonderfully detailed graphics, there 
are few better wargames on the 
market. It hasn't got the mass appeal 
of something like Sid Meier's 
Gettysburg , nor the same level of 
accessibility, but it's more challenging 
and has far more scope. Jon 
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ntFaStenU 


This is a game ef life versus death, the ultimate 
war against the forces of darkness. You may have 
heard it all before but yuu haven’t seen... 



EXPLOSIVE 


MUST BUY 


It is such a shame that landscape 
ends up as a veritable blnndbath 


attention from other northern attacks and 
wipe out traitors. The story is continuous 
and opens out the further you reach in 
the game, adding up to a few action 
packed months in times gone by. The 
story is narrated to you at the end of 
each mission giving you an all-round idea 
of the war and your part in it with a 
description of what is ahead. 

Your mission should you... 

Before you get into the thick of the 
action it is wise to have a run through 
the training session. Here you will be 
taught the rudiments of shooting, 
formations and healing in a few easy 
steps. You are also told about the various 
camera angles that you will need to use 
throughout the game. From your top- 
down viewpoint you can zoom in and 
out, strafe left and right and pan around 
to the left and right so you can see the 
battlefield more clearly. 

Your first task is to protect a small 
village from attack. You have a motley 
crew of troops scattered in the area and 
you must pick off the enemy a few at a 
time. This mission requires little more 
than good timing and placement of troops 
but does give you a good idea of what is 
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| he cartoon animated graphics at 
I the beginning of the game tell 
the horrid story of a time when the 
undead rose to defeat the living. A mighty 
force led by the Fallen Lords have been 
moving northwards crushing everything in 
their path. Players command the northern 
forces in a series of tactical offensive 
attacks to protect villages, divert 
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required. Later you control a group of 
archers who are accompanied by a 
Journeyman and a Dwarf. There has been 
a traitor in one of the nearby villages and 
you must find him and kill him. The 
inclusion of the Journeyman makes things 
easier, he is a healer and can give more 
health to any of your troops, including 
himself. From here on in you are given 
more troops to organise into formations 
for more effective attack strategies. At 
this point though you are greeted by 
pretty much a whole army including 
exploding zombies that cause the ground 
to ripple and kill anything within range. 

Lordy lordy 

The Fallen Lords are certainly not alone in 
their quest to destroy the world. They are 
hard and you will need all your skill and 
luck to remove them. The game really 
gets tough once you are about five or six 
levels in. You must find an artifact and 
transport it safely through a few levels. 

In many of them you are totally 
surrounded and you must find the safest 




route to your destination. This takes 
many, many turns and sometimes your 
goal is really not that obvious. It is all 


The game really gets 

about five or six levels in 


down to how you arrange your troops so 
you may help to know quite a lot about 
these types of foot-based warfare. 

Take command 

The only thing I can think of that relates 
directly to Command & Conquer style 
games is the selection of troops, which 
makes for a refreshing change! Myth uses 
the click and drag technique to position 
men. However it goes one better by 
enabling players to send their troops to a 
desired position in a certain formation. 

The price of this though is extra 
concentration and care. Without these 
you will find your archers shooting your 
dwarves from behind in all sorts of other 
trouble. This very realistic feature of 
friendly-fire is surprisingly very rare in 



Most of this mess is caused by zombies that wander 


wargames, I can only think of one other 
game. Incubation , that incorporates it. 
This really adds an edge of excitement to 
the game. Also there is no waiting around 
while you build more units. 

Gritty realism 

In Myth everything you need to complete 
each level is given to you at the start 
which is very realistic. I tend to prefer a 
more futuristic angle, with more in the 
way of tanks etc, because this game is 
just one big bloodbath once you have 
finished a level. But the graphics are 
stunning and the most is made of them 
with the use of variable camera views. 

The scale and detail of the characters are 
really good, there is nothing worse than 
being in control of ants. The lighting too 
is impressive, along with the weather 
variations that affect the way your 
troops perform; for example your Dwarves 
are useless in water or mud, aside from 
the fact that they soon get up to their 
necks in it! 

Basically the whole engine runs really 
smoothly, though admittedly on a P200. 
What with the multiplayer facility as 
well, players will be hooked for ages. 
There is really very little to grumble 
about with this - the AI could have been 
a bit better, sometimes your Journeyman 
finds it a bit hard going around units. 

tough once you are 


Also at the edges of the map your view 
can be restricted which can be annoying 
when under attack. But other than that 
this is a class game, very challenging, 
but once you have some good tactics and 
make the most of each of your units' 
specialties you should get hours and 
hours out of this. David 




about roaring, only to explode into many pieces 



There are many different 
formations that you can put 
your troops into. These are 
located on the keyboard 
from number one to nine. 
Each is useful for specific 
requirements such as the 
box for efficient movement 
of troops. There are a 
number of formations that 
are slight variations of a 
line: short line, long line, 
loose line and staggered 
line which are pretty self- 
explanatory. You also have 
Rabble, which are created 
when you don't use any 
formations. Shallow and 
Deep Encirclement are 
good for surrounding the 
enemy, and lastly the 
Vanguard, which is a spear 
or wedge formation. 
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These pictures don’t really do 
justice to the excellent texture 
mapped landscape graphics 


make life easier. These include things like 
an extra life hidden under a beach hut, 
or a selection of special wingtip weapons 
like the fuel-air explosives - ideal for 
demolishing bases. 

Here’s my ride 


Rewarding gameplay, and a large dose of 

adrenaline-pumping action 


MUST SEE 


In order to save the village, it became necessary 
te bomb the crap out at It... 


lectronic Arts' Strike series of 
helicopter combat games has 
been around for a while now, starting off 
in the early Eighties with Desert Strike, and 
proceeding through Jungle Strike, Urban 
Strike, Soviet Strike - and now Nuclear 
Strike. The game has already been out on 
the PlayStation since September and has 
sold like hot cakes, and it finally gets its 
PC release this month. 

So far, each of the games in the series 
has progressively improved on the one 
before and Nuclear Strike is no exception 
to this rule. There are more options, more 
missions, more vehicles and more danger 
than ever before. Oh, and loads more stuff 
to blow up too. 

Learning curve 

Make no mistake about it, this game is 
a serious challenge. There's a lot more 
to Nuclear Strike than just belting around 
in a tooled-up combat chopper, levelling 
the scenery and killing everything in sight. 


team are trying to stop him before he 
can detonate a stolen tactical nuclear 
warhead at a peace conference. After all 


Nucear 


The campaign missions have been carefully 
structured and follow on one from another 
in a coherent story, as you pursue the 
villainous Henri LeMonde across South East 
Asia as he tries to hold the whole world 
to deadly ransom. You and the Strike 




it's always nice to know that while you 
are having a whale of a time, destroying 
hundreds of tanks, APCs, patrol boats 
and buildings, you're actually helping to 
save the world! 

The level of difficulty increases as you 
proceed in a steady learning curve. It 
may take several attempts to complete 
each section - as you gradually learn that 
it's vital to knock out the radar installation 
before attacking the airfield, for example, 
or that demolishing the bridges early on 
saves you a lot of grief later - but the 
play is rewarding, and there are plenty 
of hidden special pick-ups which can help 


As well as a selection of helicopters, there's 
also a number of other kinds of vehicles 
available for you to pilot in each of the 
campaigns. While these may not be 
part of the mission, using them at the 
right time can seriously improve 
your chances of success. In the 
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resolution animation sequences as well. 
The information displayed on the map 
can be altered to suit whatever you need 
at the time, and in the later stages of the 
game you will also use the SMFD to control 
the ground troops placed at your disposal. 

In a refinement over the PlayStation 
version, there's also an option to have the 
map and other SMFD features displayed 
on-screen as panels around a view window 
but I found it to be more satisfying to 

More options, more missions, 

more vehicles and more danger 


is targeted its HUD ammo counter is then 
highlighted in red, but on the PC version 
this doesn't happen, so you're never sure 
which weapon to use, which can become 
a little annoying at times. 

Nuclear Strike's excellent 3D graphics 
are smooth and responsive, even without 
additional hardware acceleration, and the 
video clip cut scenes are both excellently 
produced and informative, giving the player 
vital plot information for the following 
level. This is a game with high production 
values, rewarding gameplay and a large 
dose of adrenaline-pumping action. Comes 
highly recommended. Cliff 


instance, there's an armoured hovercraft 
which you can use to flatten LeMonde's 
river fortress before you pick up Naja - 
saving you no end of hassle when you 
need to escort the patrol boats. Others 
include a Harrier jump-jet, a VTOL version 
of the A-10 Warthog tank-buster plane, 
an Abrams main battle tank, and some 
kind of Airboat. I don't know much about 
this last one, as I haven't found it yet, 
but I am assured that it is somewhere 
in the fifth campaign! 

Later campaigns will present you with 
the additional challenge of commanding 
allied troops on the battlefield, in an 
attempt to prevent the invasion of South 
Korea by the North. The politics of the 
game are perhaps a little questionable - 
leaning as they do towards xenophobia 
- but I have to admit that the scenario of 
criminal nuclear terrorism is unfortunately 
not utterly implausible. 

Blood aod guts 

The player interface of the game revolves 
around the SMFD (Super Multi-Functional 
Display) upon which you can view the 
campaign map, information about enemy 
and friendly units, the location of some 
of the available pickups, as well as detailed 
background intelligence reports on the 
scenario in question. These include video 
footage, spoken briefings and some high 


play the game in full-screen mode with 
the weapons, fuel and armour data as a 
head-up display. 

Each of the four different helicopters 
you get to fly has at least three different 
weapons systems, and any one of them 
can be connected to a targeting system 
for more accuracy but unfortunately there 
is one minor problem with this. On the 
PlayStation version, whenever a weapon 
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Actua Soccer 2 



If you are looking for a fast, fuo game of football minus the painful injuries, 
cold mornings and grubby boots, then you have came te the right place. 



striker. He mimed for all the sequences 
apart from the keeper which was done by 
Sheffield Utd's Simon Tracey. Simon seems 
to have done a pretty good job because 
it is really tough trying to getting around 
the keeper when you are up close. 

The graphics are good - especially if 
you have Power VR or 3DFX - but don't 
worry, the game isn't much slower 
without them. Options are available to 
change the screen resolution so you are 
always going to have a fast-paced game. 

Stadium rock 

The game has many more exciting 
options than just the screen size. There 
are 64 international teams to choose 
from, and room for another 24 with the 
Customise feature. That's right, if you 
can't find you local side then you can 
spend an hour or so forming your own 
team. You can paint the kit the correct 
colours and stripes, though you can 
forget about putting the right sponsors 
on or any frilly banding you may wish. 
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PRACTICE 

MAKES 


The game has a few training 
situations where you can sort 
out any of your weaknesses 
before playing an important 
cup game or end of season 
match. You can play for about 
forty five minutes (not real 
time) as a team against a 
goalkeeper to improve 
passing moves and set pieces. 
You can also practice your 
penalties. There isn't a 
target point or anything 
you just have to face 
where you want it to go 
and then blast it. 




ootball is one of the most 
I popular sports around, so what 
better idea is there than to make a 
computer game that replicates the on¬ 
field action. Gremlin have tried their 
hardest to make the new Actua Soccer 
the best football sim ever. 

Firstly they have Alan Shearer 
emblazoned over everything. As the 
England captain there is no better 
person to have as a football consultant. 
Rather than just signing his name and 
having a few pictures slapped on the 
box, (though they will probably go for 
that too) Alan has helped out on all the 
technical aspects such as the in-game 
tactics and playing systems to make the 
game as good as possible. But has he 
helped to pull this off? Secondly, the 
sequel has a whole new engine, which is 
one of the major improvements. The 
players are made up of polygons and 
look less like flat cardboard cutouts. 
The motion capture was done by the 
young Michael Owen, Liverpool 
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What you can do though is give a 
specific head to each player. There is a 
wide selection to choose from; many 
recognisable football stars, members of 
the band the Super Furry Animals, as 
well as a funny gremlin thing to add a 
lighter element to a very serious game. 


During play Barry Davies and Trevor 
Brooking provide commentary on many 
aspects of the game. Lucky there are no 
awkward overlaps and the repeat rate 
seems quite long, but it all depends 
how varied your playing style is. The 
commentary also seems very detailed 
not just the usual Tt's a long ball up 
field' remarks. There are 20 stadiums in 
the game that do look pretty good, 
especially with the floodlights on. 

On and oft the field 

The play on field is quite frantic. You 
have about four buttons for tackling, 
long ball/running, shoot and pass. Not 
as few as in Kick-off 97. This simple 
selection allows most people to have a 
good game and makes it nice and easy 
to pick up and play. You don't control 
the goalie, which does leave some of 
the work to the computer. Though you 
do have the opportunity to boot the 


Make up your own leagues and competitions 
with any of the teams, it’s all very versatile 


Along with definable teams you have 
definable competitions too. Make up 
your own leagues and competitions with 
any of the teams, it's all very versatile. 
When added to the friendly games, World 
Cup games and the special recreating of 
classic games you soon realise that the 
options are almost endless. 


ball out with the goal kick. There is a 
lot of after-touch available which is 
great for curling shots and penalties. 
Another nice touch is the fact that you 
have to rapidly press one of the buttons 
to run, just like in Do ley Thompson's 
Decathlon. Passing is not a problem as 
long as you have the camera view at the 


right angle so you can see as many of 
your players as possible. When you send 
a striker down the wing the arrow 
beneath the player's feet changes to a 
square to let you cross the ball. Again 
you need a good viewpoint so you can 
wait for a player to receive it. The skill 
of the players also affects their control 
of the ball. This is really apparent when 
you try to get a player to turn around 
quickly with the ball, the best players 
have glue on their boots. 

Plain and simple 

What has to be stressed though is the 
fact that they have gone for arcade 
simplicity. If you enjoy twisting your 
fingers around umpteen buttons and 
wading through hundreds of set-up 
screens then this is not what you are 
after. With Actua Soccer 2 you do 'pay 
to play;' simple set-up options and the 
minimum amount of keys allow players 
to achieve a high standard of ball 
control in a short period of time. 

Unlike many football games, this is no 
scoring fest. You really have to work 
hard for the goals, with passing being 
of great importance. This makes the 
game much more realistic and exciting. 
Actua Soccer 2 is one of the easiest 
games to get into; it's fast, as fun as 
Sensi and looks as impressive as FIFA. 
It looks like Mr Shearer chose the right 
game to put his name to. David 





Football on the PC 
gets promotion. 
Actua Soccer 2 is better 
than its predecessor and 
deserves all the attention 
it has received 
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lilMiHimnHMHii 

One thing that really did amuse me were 
the comments in the status window. This 
is the computer-like screen on the right of 
the mission briefings screen. If you pay 
attention to that instead of the video it is 
hilarious, with a number of totally inane 
and daft comments like 'Chance of 
RACV/Motor dub roadside assistance - Nil' 
and 'Mathematical plausibility of dialogue 
- Nil.' Not to mention the numerous tags 
about 'Bonus Numbers' and 'Bonus Balls.' 

In fact, most of the video snips are 
kind of tongue in cheek humour, but I 
don't care cause it works really well. It 
made me grin! 


ELECTRONIC ARTS 


MELBOURNE HOUSE 


£40 


OUT NOW 


1-4 


16MB 


PROCESSOR 


P90+ 


1MB VIDEO CARD 


SOUND BLASTER 


MOUSE & KEYBOARD 


A good all-rounder 
with excellent graphics, 
an original game concept 
and some humorous 
stats in the between- 
mission briefings 


any 

Tiny Computers Limited 




ULTIMATE INFO 


Traverse a barren, blastel landscape in search of the 
world’s most sought after resource - oil. 


n 2079 there was a war to end 
all wars, it was to be the 
biggest cataclysm the world had ever 
faced, leaving the globe a barren and 
desolated landscape. Those that were 
left alive split into two main groups. 
Survivors and Evolved. The Evolved 
stayed on the surface and tried to 
rebuild their world, while the Survivors 
decided the best place to be was safely 


The world as we know it has collapsed, leaving ghost cities, empty streets and urban warfare 


where it will change into an huge oil 
rig and start sucking the ground dry. 
The tricky thing of course, is hanging 
onto it. Now you will need to move it 
back to base so it can be converted 
into resource units. This is done with 
Oil Tankers which you get free when a 
Power Station is built. Now you have 
the option to build lots of other 
equipment, including four-by-four 
Pickup's, Dirt Bikes, ATV 
Flamethrowers, Missile Batteries, 

Beast Enclosures and Pyromaniacs - 
to mention a few. 

All in all, a well put together game 
with believable graphics, a good dose of 
playability and some definitely tongue 
in cheek humour. Excellent! Graham 


Saloon cars beware, 
there are monster 
trucks aplenty 


underground. And so another harder, 
more devious war began.... 

Welcome to Krush, Kill , 7V' Destroy, 
one of the latest games from 
Electronic Arts. I'm afraid that 
this game is yet another 
Command & Conquer clone, 
admittedly it has a very original 
concept, (if'original' is the right 
d!) but the control system is 
almost completely identical. The intro 
is short but clever, telling you 
basically what you need to know with 
a surprising amount of impact. This 
takes you to the main menu screen, 
where you can choose your poison. It 
offers, among others, to start a new 
game, load an old one, play a choice 
of previously completed missions, 
enter into the crazy world of 
multiplayer connection gaming, or 
buckle up for the ride of your life in 
the Kaos mode. The look of the 
playing area is excellent, multi- 
levelled with all the debris of war you 
would expect, including burnt out 
buildings, wrecked vehicles, collapsed 
bridges and crater spotted roads. 


RAC? Not a chance! 


The one main factor in the game is 
oil. (No more harvesting! Hurray!) 

This essential resource is the 
lifeblood of both sides - it is the only 
power source available - so if you 
have oil, you have power. It can be 
found dotted around and 
looks just like you would 
imagine; a pool of bubbling 
black gooey stuff. To get the 
guk out of the ground, you 
will need a Mobile Oil 
Derrick. This must be 
ordered to the position. 
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Enter a vast, surreal universe where nothing is quite as it seems. 

Talk to mad characters, discover crazy worlds $ uncover 
the logic in each scene to progress through this unique gaming experience. 

• Features puzzles, riddles, arcade $> strategy games * Incredible 3P animation 
* Unique non-linear environment * Fully rendered game play throughout 
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Uliimaie PC lets dragged in to the fraught world of 
football management with the release of 
Championship Manager 97/91 and soon finds out 
its got table-topping (arm 


highlights, nor the flashy icon-driven 
control interface, but for accurate stats 
and realism there was nothing better. Two 
years after the game's release and it still 
stands up as the best footy management 
sim around, but challenges from Premier 
Manager 97 and Ultimate Soccer Manager 2 
have left it looking shaky on its old legs. 
Can Sports Interactive, who've once again 
teamed up with Eidos, continue the game's 
extraordinary success with this edition? 

For those unfamiliar with what the 
game offers, it basically allows players the 
chance to take over and run a football 
club. Whilst the original CM2 only allowed 
players to manage clubs from the Scotish 
and English Leagues, CM 97/98 has all the 
teams from nine different national 
leagues; English, Italian, Spanish, German, 
French, Scots, Dutch, Portuguese and 
Belgian. Those with 16MB of RAM can play 
up to three of these leagues concurrently, 
whilst those still toiling with 8MB can play 
in any one of these leagues. 

Incredible detail 

Every aspect of football management is 
incorporated into the game, in fact the 
depth is staggering. The game is essentially 
split into two divisions - team 
management and club management. 
Managing the team entails sifting through 
each player's skills and picking the team, 
formation and playing style for each game. 
On top of this player contracts have to be 
negotiated as do transfer deals. 

Club management differs in that it 
essentially involves keeping an eye on 
finances. Whilst CM 97/98 doesn't go to 
the same length as other footy 
management sims, where players have to 
sell advertising hoardings and set ticket 
prices, players nevertheless have to keep a 


the terraces who obviously know the secret 
to success on the football pitch. Or so 
they think! Now's there's a chance to 
prove it though, with the eagerly-awaited 
arrival of Sports Interactive's latest edition 
of Championship Manager 2. 

Ask any footy fan which is the 
definitive football management sim on the 
market and Championship Manager 2 will 
more than likely be their reply. It may not 
have had the pretty graphics of some of 
its rivals, nor the animated match 


Under-21 squads are now included 


d 

tand on the terraces of any 
Hi M football ground in the country 
and all you're likely to hear from the so- 
called supporters around you are shouts of 
'you're all bloody useless,' or 'if I was 
manager you'd never be playing,' even 'I 
could do better than this lot.' Obviously a 
torrent of expletives usually accompanies 
such comments, but the point is that 
every football fan thinks they know best. 
Forget Alex Ferguson, Arsene Wenger and 
George Graham, because it's the fans on 
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Winners 


Parma 

^Juvanlt/s 


Juventus 
Intern azionale 
Juventus 
AC Milan 



Serie A 





■ * 

Competition History 

■ - ... 

a. 




Runners u 


1997 Juve 


this the strongest and most complete 
football management sim to date. Some of 
the stats have been changed from the 
original, with intelligence making way for 
adaptability, form and morale. Also, 
players can now select who takes 
penalties, corners and direct free kicks. 
There's also a number of new formations 
which players can adopt, although the 
much rumoured return of the continental 
style of play has proved unfounded. 

As with previous versions of CM2, the 
stats in Championship Manager 97/98 are 
nothing short of outstanding. All the real 
players are featured in the game, with 
each of them sporting around twenty 
different stats. Okay, there's a few 
noticeable mistakes, especially amongst 
the lower division teams, but with a 
database of something like 8,000 players 
the level of accuracy is to be admired. 



shrewd eye on what resources they have to 
buy new players with. This is particularly 
important in the Second and Third 
divisions where money is in desperately 
short supply. In these divisions selling off 
players is often the only way to ensure 
finishing the season in the black. Life in 
the top flight is easier financially, but this 
is negated by the extra pressure on the 
manager to achieve results. In the bottom 
divisions players can get away with poor 
results, but in the Premiership and First 
division a few bad results can leave players' 
jobs on the line. Should players lose their 
job, whether from bad results, or from bad 
financial management they're Left to join 
the dole queue and wait until a new job is 
offered. Obviously, should the boot be on 
the other foot and players are successful 
they may be offered new jobs. If players 
are running more than one league 
concurrently these job offers may come 
from abroad, or perhaps, for the 
exceptional few, a national job may arise. 

Match day 

Whilst running the club efficiently is 
essential to prolonged success, it's the 
results out on the pitch that ultimately 
shape the future careers of managers. With 
this in mind, CM 97/98 features easily the 
best match program of all the footbalL 
management sims currently out on the 
shop shelves. Players have a wealth of 
formations to choose from, or can 
customise their own as they try to 
outsmart the opposition. There's also three 
different playing styles; passing, long ball, 
or direct ball. Unlike other sims where it 


doesn't really seem to matter which 
formation, or style players choose to 
adopt, in CM 97/98 it has a definite effect 
on how the team performs and that's the 
great thing about this game. Every 
decision players make has an effect on 
team performance and it's possible for 
players to turn games around which may 
seem already lost. Although matches are 
still portrayed by a single bar showing 
attacking possession, more information on 
how the game is progressing can be 


Realistic scores 

One of the few criticisms levelled at the 
original game was that is was far too easy 
to score, and exaggerated results such as 
6-5 were not too uncommon. This has 
been countered in the new game by 
lessening the odds on players hitting the 
target. With less shots on target there's 
less goals in the game and the scores are 
much more realistic. Hell, there's even a 
few no scores draws! 


It’s as rich in information as the Rothmans 

Footballing Almanac, hot far more exciting! 


gleaned from this and the exhaustive 
match stats than from animated matches 
like in FIFA Soccer Manager. 

Subtle changes 

The big question gamers who already have 
a version of CM2 are probably asking 
themselves is whether this new one 
justifies lavishing money on it. Apart from 
the differences already mentioned, CM 
97/98 sports dozens of subtle changes and 
improvements all of which add to making 


Championship Manager 97/98 is no 
no-score draw itself though, in fact it 
routs the opposition and firmly 
establishes itself as the leading football 
management sim. With new updated 
stats, dozens of subtle, but important 
changes and an affordable price tag 
it's something no footbalL fan should 
be without. It's as rich in information 
as the Rothmans Footballing Almanac, 
but far more exciting! Quite simply, 
it's brilliant! Jon 



MATCH 

TACTICS 

Before each game players are 
given the opportunity to pick 
their team and formation as 
well as a playing style. 
Countless factors can 
influence this decision¬ 
making procedure. For 
example, if players have 
chosen to play the long ball, 
then fielding strikers who 
can't head the ball is not the 
soundest managerial decision. 
Likewise, if players adopt the 
passing game, then they'll 
need players who can pass 
the ball around and keep 
possession long enough to 
get in the telling pass that 
could lead to a shot and goal. 



Manage great European teams 
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If road racing is a little too mundane for 
your liking and you yearn for an experience with a few 
more thrills and spills, then Milestone’s latest release, 
Screamer Rally, could be the answer 


settings; novice, amateur and pro. The 
arcade game Lets players pick from a 
number of different tracks and take part 
in a one-off race against five other 
computer controlled cars. The choice of 
tracks players have depends on how well 
they have done in the championship 
game. To start with only three of the 
seven tracks in the game are available 


to the player in arcade mode, but by 
taking part and winning the novice, 
amateur and pro championships, players 
can open up the other four. These tracks 
are longer than in the previous games 
and are far more demanding. Not only 
do players have to contend with 
different surfaces and tight turns, 
there's variable race conditions (night, 


Screamer 


O acing games are not exactly in 
short supply on the PC at the 
moment and any new game hoping to 
sell has got to prove itself as something 
special. Looking at Milestone's track 
record - both previous Screamer titles 
have been huge hits - it came as no 
surprise to find Screamer Rally did just 
that. Europress' superb International 
Rally Championship may have thrown the 
gauntlet down to the pack of racing 
games following in its wake, but 
Screamer Rally proves it's more than up 
to the challenge. 

Rally the cause 

Although the Rally in both game's titles 
gives away the similar content of both, 
International Rally Championship and 
Screamer Rally boast different styles of 
play. Whilst International Rally 
Championship tries to be more of a 
simulation. Screamer Rally is an out- 
and-out arcade racing title. The 
emphasis in the game is not on realism, 
but on fast, playable racing action. To 
this end, the game features two main 
modes of play - arcade and 
championship - and three difficulty 


The onginal Screamer was 
released amidst a storm of 
controversy just before 
Christmas 1995 following 
Virgin's aggressive 
advertising campaign which 
included posters like the 
one below. In an obvious 
reference to drink drivers, 
the poster stated beneath 
an overturned car 'there'll 
be a lot of madmen on the 
roads this Christmas. Join 
them!' Virgin's marketing 
strategy for Screamer Rally 
remains unclear. 



With mounds and ruts the dirt, tracks can prove extremely hazardous - but in Screamer Rally even the roads [bottom right) are not safe to drive on! 
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sun or fog) and banks, dips, mounds 
and ruts as wed. Hitting any one of 
these wrong can Lead to a painful crash, 
or collision, which will result in losing 
valuable seconds on the other racers. 

It's essential then, that like in Sega 
Ratty (although to a lesser extent) 
players learn a navigable racing line 
around each track. Without doing so, 
players, as they bounce around in their 
car adding precious seconds to their 
time, will find it near impossible to win 
the pro championship. 

Green light 

Before hitting the road, players get to 
choose from a selection of different cars, 
each of which has its own merits, be it 
nippy acceleration, good grip, or a fast 
top speed. In the championship game, 
players can also customise each of these 
cars to suit the terrain and conditions of 
each track which should please those 


line and even making the odd mistake, 
the computer cars provide an invigorating 
challenge and help ensure there's plenty 
of life in the one-player game. 

Should players ever grow tired of 
racing against the clock, or the computer 
though, then there's always the 
multiplayer games to fall back on. 
Screamer Ratty boasts the full compliment 
of multiplayer options; network, split¬ 
screen and direct modem-to-modem link¬ 
up. The split-screen game allows two 
players to go head-to-head on the same 
PC without too bad an effect on the 
game's speed, whilst the network game 
allows for up to six players. 

Screaming 

Although relatively new to the Screamer 
experience, past conversations have 
revealed the high esteem with which the 
first two games are held by many who've 
played it. Having had the opportunity to 


Running with a 3DFK graphics card, there’s 

few titles that can cnmpete with this game 


who like to play around under the 
bonnet! If these customisation options 
are a little simple though, it's because 
Screamer Ratty is mainly about fast 
thrills and high speed spills, as players 
will soon discover when they rev up for 
their first race. When the green light is 
given and players accelerate away from 
the starting line. Screamer Ratty really 
comes alive. Running with a 3DFX 
graphics card, there's few titles that can 
compete with this game. It's slick, 
smooth, fast and looks absolutely 
superb. It's worth pointing out though, 
that without one of these graphics cards 
the game's performance is not as 
impressive. When run on a P200 MMX 
with 32MB RAM without the 3DFX card, 
the game was jerky when played in 
65,000 colours. 

One thing that doesn't change with, 
or without a 3DFX graphics card though is 
the AI of the computer controlled cars. 
Weaving around the tracks, trying to 
avoid the odd pile-up, finding a racing 


review Milestone's third installment it's 
not hard to see why! Half an hour on 
Screamer Ratty is all it takes to get you 
hooked. Quite simply it's fast, extremely 
playable and looks stunning when run 
with a 3DFX card. Jon 
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£34.99 


OUT NOW 


www.vie.co.uk 


1-6 


16MB 


P120 


3DFX RECOMMENDED 


SB + 100%C 


KEYS, MOUSE,WHEEL 

An exhilarating arcade 
racing game that looks 
gorgeous and is great fun 
to play. You'll need a 
3DFX card to get the best 
out of it though 
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High quality animation, 
brain-bursting puzzles 
and plenty of laughs. 

If that sounds 
appealing, then this is 
the game for you 


VERDICT 

84 


OUT OF 100 
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Avast me hearties! Splice the mainbrace aed shiver me timbers! 
Tis’ puzzlin’ time ence again. Onh aar! 



I he third installment in 
LucasArts' swashbuckling 
adventure series sees the welcome return 
of would-be hero Guybrush Threepwood 
and his arch-nemesis, the zombie pirate 
LeChuck. For those of you who missed the 
previous two games in this series, the 
Monkey Island games are point-and-click 
adventure games, with a strong vein of 
laughter and general theme of Caribbean 
voodoo and pirates. They are known for 
their humour, high quality animation, and 
lots of exceptionally bizarre puzzles, often 
requiring a lateral logic which would drive 
a Vulcan potty. In the latest episode, the 
designers have tried to make the puzzles 
slightly more rational, but this time there 
are even more of them. 

The Curse of Monkey Island comes on 
two CDs, both packed with brain teasers 
which will have you tearing your hair out 
for the next three months. The quality of 
the animation has also improved from its 
already high standard. The artwork now 
has the seamless quality of a Disney film, 
and cut scenes merge imperceptibly with 
the flow of the game. 

The story in this game follows on 
from the previous one. It begins with a 


highly amusing opening sequence 
animation of Guybrush adrift on the open 
sea, but he soon finds himself back at 
Monkey Island, where LeChuck is 
attacking a fortress. After thwarting the 
attack with some fancy cannon work and 


It is the humour which sets the game 
apart from others of its kind. Some games 
try to be funny and fail miserably, while 
Monkey Island doesn't appear to try that 
hard, but succeeds in being hilarious. 

Just about every time you solve a puzzle 


Requiring a lateral logic 

which would drive a Vulcan potty 


escaping from the capsized pirate ship, 
our hero is reunited with his girlfriend 
Elaine, only to have her fall victim to a 
ghastly voodoo curse. It is Guybrush's 
search for a way to lift this curse that 
sets you off on a brand new adventure. 


something funny happens. I made the 
mistake of trying to play it while drinking 
a cup of coffee, which ended up dripping 
off my monitor screen. This game is just 
the thing to take your mind off a hard 
day at work. Cliff 




The lovely cartoon-style animation of Monkey Island puts must other adventure games in the shade 
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ULTIMATE INFO 


PUBLISHER 


DEVELOPER 


TOP WARE 


OUT NOW 


www.interplay.com 


16MB 


DIRECTX 5.0 


MOST MAJOR CARDS 


KEYS AND MOUSE 


Earth: 2140 

I’m afraid it’s another Comramf and Compter clone, hot it’s a pretty good one! 


Some of the many highly detailed 
structures you can build to make 
your base almost unassailable 


The level of detail of the buildings, vehicles, and texture mapped terrain is quite impressive, as are the huge explosions when a structure is destroyed 


INTERPLAY 


Wins no prizes for 
originality, but is far from 
the bottom of the field in 
the ever-expanding 
Command & Conquer 
clone stakes 


t's getting difficult to know what 
I to say about these games. A 
quick check around the UPC office came up 
with at least twelve real-time battle games 
based on the same system as Command and 
Conquer. Come on all you programmers, 
surely there has to be some other way of 
doing this type of game? Anyway, the latest 
one to drop into my rotating knives is 
Earth: 2140 , and to be fair it's not at all 
bad. The story is the usual post-apocalypse 
kind of thing, with a war/disease ravaged 
Earth divided between two warring factions, 
in this case the autocratic Eurasian Dynasty 
and the decadent United Civilised States. 
These two sides are struggling to control 
the remains of the planet's resources, and 
whichever side you choose to play, you get 
to help them. 


but I reckon it's a touch more playable 
than 7th Legion and a few of the others. It 
has to its credit a huge list of different 
units for you to make and use, and the 
missions are structured so you need a wide 
variety of them. They range from humanoid 
battle robots and armoured bikes to heavy 
tanks and scout-walkers. Unusually for this 
kind of game, there are also air and sea 
units, so the range of possible battle 
scenarios is almost unlimited. There are 


the usual selection of buildings, including 
several different types of factories, 
research labs, mines, refineries etceteras, 
all of which perform in a similar manner to 
those in the other C&C clones. One unique 
feature is the 'virtual general', which lets 
you divide your troops into three separate 
units, which can operate autonomously, 
following simple orders to attack or 
defend, while you concentrate on a 
different part of the battle. 

There are twenty-five different 
missions to complete on each side, plus 
an additional twenty multiplayer missions 
which can be played over the internet or 
local area network, and if the first four 
or five are anything to go by, they 
should pose something of a challenge to 
even hardened C&C warriors! Cliff 


Earthy humour 


As a game, it doesn't quite come up to the 
high tidemark left by Totai Annihilation , 


j 


DECEMBER 1997 | ISSUE FOUR | ULTIMATE PC 








































RE view 




The top-down view makes it very 
difficult to figure out just what on 
Earth your character is doing 



An utterly pointless 
little game, with nothing 
to offer the single player. 
Multiplayer might be a 
laugh for about 
five minutes 


VERDICT 

70 


OUT OF 100 
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The game is a bit like Gauntlet only not as good 


some magical artifact: all fairly standard 
stuff, just like any number of other games. 
The action is viewed from directly above 
throughout, which means that the sprites 
used for the characters and the enemies 
are unrecognisable blobs, and in a tight 
melee it can be difficult to tell which 
direction your character is facing in. 

The control system is worthy of some 
comment, I feel. For some bizarre reason, 


As far as I can tell, the only reason 
for this game's existence is its sixteen 
player network mode. There's a tendency 
at the moment to produce games which 
offer an arena for the Internet deathmatch 
craze but can give virtually nothing to 


Mageslaye 

It’s like a trip back In time, te a world befare real-time 
3D graphics bad ever been invented 



ell, I really thought I was going 
I to like this game. GT Interactive 
have released some amazing stuff over 
the years - like Doom and Duke Nukem - 
and Raven Software are the creators of 
Hexen I and II. The hype we'd received 
about Mageslayer promised great things, 
boasting about the amazing "true 3D 
environment" and "hard-core gameplay". 
Needless to say, as I installed this game 
I was expecting a real treat. However, when 
I started playing and saw the simplistic 
gameplay and lame graphics I was, to say 
the least, somewhat disappointed. 

The game is a bit like Gauntlet , only 
not as good. First you pick one of four 
characters; a dwarf, a warlock, a demon 
or the obligatory warrior babe in low-cut 
armour. Whoever you pick, you basically 
get the same abilities: you can either hit 
enemies when they are close up, or blast 
them with spells at a distance. Only the 
colour of the graphics distinguishes one 
from the next. 


Oh dear 

The idea of the game - if idea is not too 
strong a word - is to run around killing 
everything in your way, collect health and 
'manna' pickups and eventually recover 


the character's normal mode is moving 
forwards, and in order to get them to 
stand still, you have to hold your finger 
on the down arrow. If you are using a 
mouse, all you can do is steer, as your 
character rushes about colliding with any 
object in his path. 


the single player. Okay, so I haven't had 
the opportunity to try out the network 
play, and for all I know it may well be 
the best thing since bottled bread, but if 
you don't have network access, Mageslayer 
is guaranteed to bore you rigid in about 
ten minutes. Cliff 




You’ll find a lot of fighting and not much else in Mageslayer, and I’m still not entirely sure why you should be given your orders by a giant undead rabbit 
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A smooth racer. 
Impressive roadside 
detail and realistic 
handling integrate 
well to create a decent 
racing experience 


VERDICT 

78 


OUT OF 100 
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Tight leather, goggles and a throbbing machine between yer legs! 



O ver fancied hammering round 
the urban streets on a stupidly 
fast super machine without the need for 
a safety net? Well here's your chance, 
and it won't cost you a fortune either! 
Manx TT is a super smooth motorcycle 
racing sim that really grows on you. The 
first few tracks I tried didn't do very 



There are a choice of eight starter bikes 

available for differing handling characteristics 


much for me, but I kept pluggin' away, 
and after a while I really did find it 
particularly difficult to stop. The game 
starts with a pretty average intro then 
opens onto the Main Menu screen. You'll 
find the usual options available here, 
like Arcade, PC Mode, Time Trial, 
Multiplayer, Records, Game Options, and 
of course an Exit. 

The real thing? 

The Arcade Mode comes complete with 
two tracks, Laxey Coast and TT Course. 
One thing did annoy me with this 
mode, the non-existent choice of bikes. 
The machine they give you to ride on is 


slow, very slow, and the only time I 
managed to place better than third was 
when the rider in second place spilled 
it on the corner before the finish line. 
The first course is three laps of pretty 
easy racing, with very few serious 
bends, and some good long straights to 
open it up on. The latter however is a 
different matter altogether, this course 
is not for beginners, well not if you 
want to qualify anyway. It is full of 
nasty turns, very tight chicanes, and a 
bunch of riders that don't slow down, 
even for corners. Personally, I prefer 
the PC Mode, this had far more 
versatility as far as individual needs 




A good selection of motorcycles makes for damn good two-wheeled fun, just remember to brake! 



like a good choice of bikes, several 
different race types and a choice of 
four tracks, (based on the Arcade Mode 
tracks mind you!). 

The specifications for the machines 
were broken down into three categories, 
Top Speed, Acceleration, and Handling, 
which meant you could pick the bike to 
suit your riding style. There are a choice 
of eight starter bikes available for 
differing handling characteristics and if 
you manage to get through the 
Challenge Race, (the first two tracks, 
then the same two reversed and 
mirrored), you can try your hand with 
the Superbikes. If you need to warm up 
a little, then you can pick the Practice 
option. This lets you try any of the four 
circuits at your own pace. 

A well-balanced motorbike racer 
featuring very smooth graphics - even 
without a 3Dfx card. Graham 
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AHX-1 

Cimbat like never feetere in a flight simulatinn 
along the lines of Comanche 3 - AHX-1 has 

iropped from the sky! 




| he future of warfare is in rapid 
I response: getting vital military 
hardware to remote places, and fast. The 
large scale combat of the past century 
has quelled, to leave pockets of conflict 
involving rich drug barons and post-Soviet 
liaisons. With this new kind of war comes 
a new improved way of responding to it 
- the AHX-1. 

The AHX-1 is a highly manoeuvrable 
machine, which in this new game can be 
launched from either a submarine or a 
B-2 in a strange kind of pod. This pod like 
thing breaks up to reveal the helicopter. 


which unfold its blades once it has cleared 
itself from the mother vehicle. It seems 
somewhat far-fetched but looks pretty 
convincing on the intro scenes. The idea 
behind this is to enable the aircraft to be 
deployed pretty much anywhere around 
the globe, where conventional carrying 
modes would never dare to visit. 

Visiting the most remote parts of the 
world, players must embark on search and 
destroy missions where even the smallest 
enemies become lethal. Beginning with an 
in-depth briefing, the pilots must identify 
enemy vehicles and bases, so as to limit 




the friendly fire. Once briefed players can 
choose their weapons. 

The AHX-1 is equipped with air-to-air 
missiles in the form of Sidewinders - but 
not many of the them - as well as plenty 
of air-to-ground systems such as Hellfire, 
Hydra Rockets, Tow Missiles and even TV 
Missiles. You also have the latest sights 
and lock-on facilities, including TADL - 
Target Acquisition and Designation LCD, 
the main system for steering the Tow and 
TV missiles. The inclusion of this adds a 
new angle to the gameplay compared to 
most 'copter sims but it takes a while to 
learn how to guide the missiles without 
crashing the aircraft. This is a constant 
battle within the game, as players must 
spin around on a ten pence piece in order 
not to miss any of the targets. 

Mission control 

The map on the screen shows the line 
players have to follow in order to meet 
their target on schedule - stray too far 
from them and you will not complete your 
mission. The first few missions take you 
to Libya, Columbia (the obligatory drug 
connection!) and the old Soviet Union. 

Like most flight sims, AHX-1 has a big 
menu and a packed keyboard to get to 
grips with, which is far more complicated 
than Extreme Assault, for example. Once 



you're familiar with the keys though, the 
game becomes much more enjoyable and 
rewarding, as you can use the correct 
weapons for certain situations. AHX-1 has 
decent graphics and an impressive intro 
and cut scenes to make this as realistic as 
possible. Reality is limited to one 'copter 
as opposed to all the organisation skills 
required in Team Apache but the campaigns 
do look familiar. 

Overall, not quite up to Commanche 3 
standards but a solid package all the same, 
well worth having a look at. David 





Follow the roote marked oo the 
map and fire at the enemy, it’s 
not too hard to get the hang of 
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A combat flight simulation 
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THE LONG 

uim if unui 


Fancy taking a spin in the latest state ef the art horribly be-weaponed jet fighter? 


i i 1 i m wm 

The creators of JSF are so 
convinced of the quality of 
the graphics, (so am I in 
fact!), that if the mission 
really does go horribly 
wrong, then you have the 
usual option to make an 
emergency ejection. I know 
there is nothing new about 
this, but I have yet to find 
another flight sim that 
offers not only the ability 
to steer the parachute on 
its descent, but to wander 
around the landscape still 
wearing your helmet and 
armed with a wee pistol! I 
decided to test the theory 
out properly and ejected 
just outside a city. With the 
soaring tower blocks in 
sight, I embarked on the 
not-so-perilous journey 
toward civilisation, and 
found it! The game would 
quite happily let me stroll 
along deserted streets, past 
garages, and dwellings. The 
level of detail is staggering, 
from lights in the buildings 
to doors and windows. 



Modern texture mapping really 
gives JSF a feel of realism 



D t last, a flight simulation with 
so much realism, it's scary! 
Complete with a plethora of highly 
advanced and very useful options all 
accessible from in-game menus. There are 
several methods of play to be had; a 
dogfight, where you are up against one or 
more computer controlled opponents in 
adrenaline pumping aerial combat, or you 
could choose the multiplayer option, 
which allows a fixed number of players 
connected via a null modem cable or an 
Internet connection. Alternatively you can 
choose to pit your skills against the 
computer for an all-out wartime campaign. 
There are four scenarios or levels of 
difficulty on offer, Afghanistan (easy), 
Colombia (medium), Korea (hard), and 
finally Kola Peninsula (very hard!). 

JSF comes complete with two versions 
of the game, one native code for low spec 
systems, and a fully enhanced 3Dfx 
version. The 3Dfx version of the game is, 
as you can imagine, absolutely stunning 
graphics wise, able to run at stupidly high 
resolutions while keeping the frame rate 
high, to give an ultra smooth in-game 
animation. Combine that with a new 




concept in texture mapping and you have 
a landscape of such incredible detail that 
you can actually see each individual 
building in any city. Forget all those 
blocky, polygon ridden si ms that have 
gone before, this game has individual trees 
and things, so when you're flying at a 
hundred feet or so, it really does look and 
feel like it. Every time I went anywhere 
near the ground, I had a serious urge to 
pull straight back up again, I can tell you! 

Munitions to the lot of ya! 

Joint Stake Fighter has been designed from 
the ground up to make maximum use of all 
the latest stealth technology available, 
including the advances in global 
positioning, navigation, and 
communications. The aircraft themselves 
are modelled on state of the art military 
designs, namely the Boeing X-32 and the 
Lockheed Martin X-35, and have a 
maximum of eight hardpoints for hanging 
the more than essential bombs or missiles. 
Of these, there are lots to choose from, 
including the standard M61A2 Cannon, 
(complete with an easy targeting option), 
two air to air missiles, the AIM-120c 
AMRAAM, and the AIM-9x Sidewinder, and 
a possible eight air to ground munitions, 
the AGM-88c High Speed Anti-Radiation 
Missile (HARM) is designed to take out 
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CHEATS MIGHT 
PROSPER 




The landscape is so detailed that individual 
trees can be made out easily from the sky 


Within the in-game options 
there are several 'cheats' to 
make things a little easier 
for the beginners among 
you, (or for the tamers!), if 
the No Fadeouts option is 
toggled then you won't 
suffer from either redouts or 
blackouts when doing hi-G 
manoeuvres. Easy Landings 
is obvious, as is No 
Turbulence and No Wind, 
there is an Easy Aiming 
toggle which, if used will 
help guide your bullets to 
the targets. ('Help' being the 
operative word here, not 
guaranteed!) For those too 



scared to even taxi the plane 
then the Start on the 
Runway option is definitely 
a must. If you really need a 
break then the only thing I 
can suggest is the No 
Damage switch, but then 
the words 'ouf and 'copping' 
spring boldly to mind. 


ULTIMATE INFO 
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INNERL00P 


£39.99 


OUT NOW 


www.eidosinteractive.com 
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16MB 


P133 


3DFX SUPPORT (NOT REQD) 


ALL MAJOR CARDS 


STICK, MOUSE, KEYS 


A well portrayed and 
very realistic flight 
simulation, with enough 
time and effort put in to 
really do it justice 


z\ny 


THE BIG COMPUTER SPECIALISTS 


enemy radar equipped air defence systems, 
the GBU-31 JDAM-3 and the GBU-32 
JDAM-3 are inertial navigation system and 
GPS guided bombs with a range of fifteen 
miles for use against hardened targets. 
Both the AGM-154A JSOW and its mate, 
the AGM-154B JSOW Anti-Armour are 
guided by the on-board INS/GPS nav 
system and use the cluster bomb method 
of execution, except that the first is for 
'soft' targets and the second is for tanks or 
armoured vehicles. The CBU-97 WCMD Anti 
Armour is a ferocious beast at the best of 
times, utilising the INS/GPS system to get 
close to the targets and then explode, 
producing ten BLU-108 warheads 
containing four skeets (SFW). Each skeet 
can then lock on and destroy stationary 
and moving targets. The most visually 


impressive of all the weapons is the AU-3A 
Rocket Pod, which holds nineteen MK66 
Hydra 70 rockets. Each of these can travel 
at a touch under Mach 4 (Wow!) and have 
a range of five point four miles. 

More dials thanyou can 
shake several sticks at 

Both the aircraft have the distinct 
advantage of a virtual cockpit, giving 
very easy access to the multi function 
displays, which comprises of six screens: 
Control MFD; this allows control of the 
HMD to alter night vision and auto pilot 
data. Status MFD, gives the pilot instant 
information about the aircraft, damage, 
payload, fuel consumption, Radar Cross 
Section (RCS), and Infra Red Cross 


Section (IRCS). Information MFD; this 
covers waypoint selection, time to next 
waypoint, and controls for the Satellite 
Landing System (SLS). Attack MFD; you 
can pull up details on all targets, plus 


sort and select them. Strategic MFD; 
this is mainly for navigation by map, 
and can also overlay the offensive 
display. Offensive MFD; an information 
display of the different defensive 
systems. These can be glanced at by 
using the virtual mode or, with the auto 
pilot on, you can have detailed, close 
up views of all the displays by using the 
number pad on the keyboard. The other 
useful concept is the ability to use the 
mouse to toggle options on and off 
from the MFD's. 

Too good to be tree 

As with all good flight sims, there are a 
huge number of controls, options, and 
features to learn and understand, far too 


many to cover in a couple of pages, so I 
will leave you with this thought; if you 
hanker for an accurate, stunning, and 
realistic flight simulator the Joint Strike 
Fighter is the game for you. Graham 


Forget all those blocky, polygon ridden sims 

that have gone before... 
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The graphical detail is the best I 
have ever seen - anywhere! 


SOUNDS 

ISSINTIW 


As we ail know, there are a 
plethora of point and click 
adventures available, most 
have splendid graphics and 
pleasant soundtracks, but 
Riven manages to surf right 
over the top of 'em with its 
glorious super hi-res 
images letting you see 
every detail and sounds 
that'll knock yer socks off. 
Not that the sounds are 
just there to please; hidden 
among the island's diverse 
noises are essential clues 
to lead you in the right 
direction. On the main 
island there is a quiet and 
tranquil little cove, home 
to several Plesiosaurs (I 
think that's what they are 
anyway!) and the only way 
to hear them sing their 
song properly is to 
approach them step by 
step, waiting till they've 
settled down before going 
any further, until 
eventually you are close 
enough to almost reach out 
and touch them. Amazing! 





MUST BUYll 


Riven 


- Sequel to Myst 

Immerse yourself in a world beyood thought, beyond 



efore I go blathering on about 
Riven I think I ought to say a 
few words regarding its predecessor, Myst , 
the game that took the world by storm 
with its simple and intuitive interface 
and the kind of graphics quality that 
most people only dreamt of. Myst did 
have its down points though, like a 
distinct lack of serious animation or FMV, 
and unless you had a fast CD drive it 
could get rather slow when changing 
scenes. The puzzles, however, were 
definitely not lacking; some even said 


that it was too hard or too cryptic. I for 
one would probably regard them as subtle 
more than anything. (That doesn't mean I 
found them easy mind you!) 

Riven has none of these drawbacks I'm 
glad to report, the game is positively 
stuffed with wonderful motion and 
unbelievably realistic images. The 
designers have approached the puzzle 
aspect with a learning curve in mind, 
that is to say the problems are easier at 
the beginning and increase in complexity 
as the adventure progresses. 

A world gone mad 

Riven is in fact what the creators had 
intended Myst to resemble, but they didn't 
have the resources or the manpower to 
really do the idea justice, but this time 
round the Cyan team have a far more 
illustrious set-up. In fact the same 
technology that created the dinosaurs in 
Jurassic Park was used to give Riven the 
kind of atmosphere and realism that Myst 
(only just) lacked. It is a multitude bigger 
than its predecessor so prepare yourself 
for a totally immersive experience full of 
little details that really make it worth its 
weight in gold. Although it is not 
necessary to have completed Myst , or 
even to have played it, it does help a 
little as Riven begins where the other left 
off. Having thoroughly sorted out Atrus' 
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two sons, Sirus and Achenar, and found 
the paths that Led you to Atrus, your role 
in this new adventure is to rescue the 
beloved spouse of Atrus, Lost somewhere 
on the islands of Riven. 

The game starts with a nice bit of 
FMV, namely Atrus sitting where he was 
left, trapped inside a book writing his 
notes. He then gives you the lowdown on 


the situation - his fear for his wife 
Catherine, and the fact that the islands 
are unstable. Unfortunately Atrus has one 
other problem; his father. Gehn, who, 
like his son, has the power of The Art 
which can be used to create worlds like 
Riven, but also to tear them apart. At 
this time, Gehn is trapped inside a book, 
but it is only a matter of time before he 
can free himself... 

D’Riven to distraction 

The island of Riven is totally unique; 
from the awe-inspiring scenery to the 
amazing - not to mention nutty - 



inventions dotted around the place. 
There are even several rides you can 
experience; imagine yourself sealed in a 
tiny little brass train-like vehicle, gently 
clattering across points and around 
rocks... on the seabed! Or if you prefer, 
take a quick spin in a rickety old mine 
cart which at one point dives into the 
sea through a strange tunnel held open 


by unknown forces. (Damnedest thing 
I've ever seen!) From one vantage point 
in particular the view of the lagoon is 
heavenly; gravity defying walkways 
clutter the spaces between the odd 


looking bubble-like homes of the island's 
mostly unseen population. 

All of the things you are likely to 
come across, however small or 
insignificant seeming, will hold some clue 
or hidden purpose. The myriad of pipework 
above and below the landscape are the 
key to starting or setting up a lot of the 
mechanical contraptions around the place, 
and could contain any one of a number of 
different things like gas, water or air. 

The world of Riven is immense, with a 
depth to challenge the most hardened 
gamer, and none of the gore or violence we 
have (unfortunately!) become used to over 
time. A masterful work of imagination and 
creativity that will capture the hearts of 
gamers everywhere. Spot on guys! Graham 



Riven is in fact what the creatnrs had 

intended Myst to resemble 


Within Riven there are a huge number of weird and wonderful contraptions, all of which must be fully understood before activation can occur 
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he Star Wars movies have 
I spawned some great games 
over the years, from the original Star 
Wars arcade game to the latest products 
like Jedi Knight and X-Wing Versus Tie 
Fighter. They managed to convey some 
of the magic of the films, and were 
good, exciting games in their own 
right. Now however we have the 
ultimate spin-off, the game to end all 
games... Monopoly Star Wars. Er, surely 
some mistake? 

When marketing people get together 
and try to think of a good idea, and 
instead come up with something like 
this, there should be a normal human 
being on hand to take them to one side, 
administer a quick slap to the head, and 
say "no no no no NO!" in a loud and 
slightly threatening voice. These are the 
kind of people who come up with things 
like the Chicken Tonight adverts, or the 
Ford Ka, or any one of a dozen TV game 
shows. At the original meeting where 
this was proposed, it probably started as 
a bit of a joke, but somewhere along the 
line it got taken seriously and a team of 
highly creative artists, designers and 
programmers were commissioned to 
actually make the thing; I wonder how 
they feel about it. They shouldn't be 
ashamed, because it is a slick and 
professional looking product, but let's 
face it, this is going to be bought as a 
Christmas present, played once on 
Christmas Day after lunch, switched off 
when Goldeneye starts, and never played 
again. If a few friends come round on a 
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rainy afternoon, and you are looking 
through your software collection for a 
good multiplayer game to play, and it 
comes down to a choice between 
Monopoly Star Wars and Worms 2, what's 
it going to be? Precisely. 

Bored game 

The weird thing is, it is apparent that a 
lot of hard work has gone into this game. 
It features the voice of Anthony Daniels, 
recreating his role as protocol droid C- 
3P0, who serves as banker and MC. There 
are a profusion of clever little graphics, all 
with a Star Wars theme. For instance, 
when you roll the dice a little space ship 
appears and blasts the dice with its lasers, 
and the spaceships are different 
depending on which character you have 
chosen. If you are running the game on a 
decent high-spec machine, you can enable 
the close up 3D animations of the 
characters making their moves, and these 
are technically quite impressive. The usual 
Old Boot and Racing Car counters are 
replaced with characters from the films, 
such as Princess Leia, R2-D2, and Darth 
Vader, and they all have their own special 




moves. The various locations familiar to 
generations of desperately bored families, 
such as Old Kent Road and The Angel 
Islington are replaced with The Ice Planet 
Hoth and The Death Star, and after every 
move you get a little FMV clip from the 
movies. There is even a LAN/internet 
multiplayer option. But when all is said 
and done, it is still bloody Monopoly. I 
mean, why? If you are going to go to all 
that trouble, couldn't you come up with 
something a bit more original? And if you 
were determined to copy a board game, 
then why Monopoly anyway? Wouldn't Risk 
have been a more logical choice? And just 
whose deranged idea was it to try and 
combine these two such obviously 
incompatible concepts? There is no 



Watch your mouth kid 

I'm always a bit worried when I have to 
give such a negative reaction to a game. I 
feel a bit guilty about slagging off in two 
pages something that has taken a team of 
people a lot smarter than me weeks, 
possibly months to put together. But in 



It probably started as a bit of a joke, 
but somewhere along the line it got taken seriously 


property trading in the Star Wars movies 
except for the bit where Luke sells his 
speeder, so where did the idea come from? 
I suspect some sort of Jedi mind trick was 
involved here. 


this case I think their efforts, however 
well intentioned, were misguided. The 
talent lavished on this product would 
have been better employed on something 
more original and worthwhile than an 
adaptation of a board game. 

This will sell briefly as a novelty item, 
and then vanish forever. If you like Star 
Wars, then buy the Special Edition box 
set; if you like Monopoly (and I suppose 
somebody must) then buy the board 
game. But if you want to combine -the 
two, you are the boss of Flasbro and a 
very strange person. I can only hope that 
this was a genuine mistake and not just a 
cynical Christmas marketing ploy. Cliff 






Nice graphics, shame about the 
extremely dull old board game 


ULTIMATE INFO 


PUBLISHER 

HASBRO INTERACTIVE 

DEVELOPER 

HASBRO INTERACTIVE 

PRICE 

£39.99 

RELEASE 

OUT NOW 

WEB SITE 

www.hasbro.com 

PLAYERS 

1-6 

MEMORY 

16MB 

PROCESSOR 

P90 

GRAPHICS 

VGA 

SOUND 

DIRECTX 5.0 

CONTROLS 

KEYS AND MOUSE 

One of the most 
bizarre attempts to cash 
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bandwagon I have ever 
seen, and one which is 
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A welcome return to the wacky werld of lork 
in this magical adveotore from Activision 






he world of Zork has been 
home to some of the best 
known and best loved adventure games 
ever to grace our computers, stretching 
back into the mists of time when all we 
had were text adventures. They've 
always been known for crazy 
inventiveness and a strong vein of zany 
humour, and those qualities return with 
a vengeance in the eighth and latest in 
this long series, Zork Grand Inquisitor. 
With dazzling up-to-the-minute graphics 
and two CDs worth of intriguing puzzles 
to bend your brain, this is going to be a 
massive hit. 

You return to Zork to find that the 
Great Underground Empire has been 


taken over by a deranged tyrant known 
as the Grand Inquisitor, who has 
outlawed the use of magic in order to 
hide his own weakness, and has plunged 
the land into a Dark Age. Your task, as 
the Adventurer, is to recover three 
mighty magical artefacts, namely the 
Cube of Foundation, the Skull of Yoruk, 
and the incredible Coconut of Quendor 
(which holds all the knowledge that will 
fit into a coconut...) and use them to 
overthrow the Inquisitor. Along the way 
you will be aided by the disembodied 


university. Every location is replete with 
twisted but hilarious puzzles, many of 
which are so obtuse they'll tie your 
brain in knots, but hey, that's the whole 
reason you buy a Zork game anyway. 
Don't fret though - the clues are there, 
you just have to look for them. 

Who is the boss? 

The graphics are of course superb. 
Beautifully drawn 3D locations are 
viewed in enhanced 'Z-Vision', which 
allows a full 360-degree rotation at all 


Head and shoulders above the rest 

in every important aspect 



but helpful spirit of the Dungeon 
Master, join forces with the Magic 
Resistance, and travel the Underground 
Underground to such bizarre locations as 
Hades - where you can play the devil's 
own lottery - and GUE Tech, the magical 



The quality of the artwork in lark Eranil Inquisitor will just blow you away. The amount of hard work that has gone into it really shows 


the major junctions, and the puzzle 
locations are all done in highly detailed 
sixteen-bit colour. The quality and 
humour of the animations alone are 
enough to set this game apart from the 
realm of mere point-and-click 
adventures, and there are also many full 
motion video sequences, featuring the 
talents of some well known actors, 
including Erick Avari as the Grand 
Inquisitor himself, and Dirk Benedict 
(better known as 'Face' from the A-Team) 
as Antharia Jack. Michael McKean, who 
some of you may remember from the 
brilliant Spinal Tap movies, features as 
the voice of the Dungeon Master. 
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For the first time in a Zork adventure 
there's a fully featured inventory screen 
(accessed by right-clicking the mouse) 
including the Frobozz Magic Viewer, 
which allows you to take a closer look 
at items you have collected, as well as 
doing things like combining items in 
various ways. The inventory screen also 
contains your Auto-Gnusto spell book, 
in which new spells you find along the 
way are automatically written. There are 
abbreviated versions of both the 


inventory and the spell book, which pull 
out from tabs at the top of the main 
screen as soon as you move the cursor 
over them, which makes using items and 
spells refreshingly quick and simple. 

Adventures in snund 

The sounds in the game are highly 
entertaining, consisting mainly as they 
do of character voice-overs, with a 
little atmospheric music for good 
measure. If you have full multimedia 


Every location is replete with 

twisted but hilarious puzzles 


stereo sound, you can take advantage 
of some of the sound effects based 
puzzles built into the game. My only 
quibble is that there is no in-game 
Frobozz Electric volume control - or at 
least not in the pre-release version I 
had for review. The voice-overs, for all 
their humour, can be a bit distracting 
for anyone else in the room. 



GOING UNDERGROUND 




The gameplay is significantly 
enhanced by the inclusion of a clever 
site-to-site teleporter, which saves a 
lot of the pointless backtracking 
found in many other point-and-click 
type adventure games. You simply put 
the map from your inventory in a slot 
in the teleporter machine, scroll 
through the locations you have 
already visited to select the one you 
want and the machine transports you 
straight there. Since you have to visit 
some of the sites a number of times, 
this device saves a lot of time. Also 
worthy of note is the inclusion of a 
two player LAN/Internet link mode, 
which allows you to share the brain- 
ache with a friend. 

In conclusion, I have no doubt 
that this will not be the final chapter 
in the Zork saga - but it is certainly 
the best so far. In the wide and varied 
field of puzzle-adventure games, Zork 
Grand Inquisitor stands out confidently 
as being head and shoulders above the 
rest in every important aspect. I play 
a lot of games in the course of my 
job, but few that I have enjoyed as 
much as this one. Cliff 


The main method of transportation in the Great Underground Empire is, not surprisingly, the Underground Underground, both a transport system 
and a political movement. You select your destination, stand on the platform, and wait for a train to come along. Pretty straightforward, you 
may think, but being Zork, the trains don't stop and wait for you to get aboard. That, as they say, would be too easy... 




Just about every location has its 
clever and amusing little touches, 
like the eggplants on the left 
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“Fate protects fools, little chMreo aid skips named 
Enterprise.” Se said Cmdr inker, first atficer of the IISS 
Enterprise, and over the years history has indeed not only 
protected the Enterprise hot positively aided it 




Starfleet Academy is set in 
the first Star Trek series, 
rather than the newer Star 
Trek; The Next Generation. As 
such you won't see Captain 
Picard, Riker or Data. Neither 
you will you find the 
irrepressible Borg. 

Instead we're treated to a 
double course helping of 
Janies T. Kirk, Sulu, Chekhov, 
Romulans and Klingons, Birds 
or Prey and Warbirds. This has 
ups and downs. For one, 
experienced Trekkers will 
know all about the various 
enemies and how to deal with 
them - knocking out the 
cloaking device on the 
Klingon Bird of Prey warships 
for example makes them far 
easier to despatch. The Borg 
however are still largely 
unknown and would prove far 
more challenging. On the 
upside however, you get the 
chance to try out some classic 
Kirk stunts. For example, the 
no-win academy test the 
Kobayashi Maru, that Kirk 
'beat is in the game. 
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Federation of Planets military wing 
(Starfleet) are trained. Part of this training 
is on a simulator that tests out leadership 
skills and command expertise, by putting 
cadets on the virtual bridge of various 
ships and throwing various scenarios at 
them. Your goal is to complete these 
various missions using one of four classes 
of star ship (Excelsior, Constitution, 
Miranda or Oberth) and fighting battles, 
solving political problems between lower 
ranking officers and interacting with other 
races along the way. The game takes you 


hat started off as a pilot TV 
show became a series, which 
begot another series, feature films, yet 
another series, two spin-off shows, over 50 
million books, annual conventions and a 
zillion and one merchandised products. 
Most recent of these is Starfleet Academy - 
an officially branded interactive adventure- 
come-action-game from Interplay. 

You play the roll of David Forrester, a 
cadet, just after enrollment at the Starfleet 
Command Academy in San Francisco. This 
is a school where officers of the United 































(as Forrester) through these exercises, 
using the traditional simulator approach of 
FMV cut sequences and action with 
interaction in the form of predetermined 
answer selection with characters 
determining the next stage of game play. 

The acting in these cut sequences 
varies from sub-Channel 5 to impressive: 
Sulu and Chekhov particularly so - 
William Shatner as James T. Kirk is just 
as bad or good (depending on your 
views) as he's always been. The quality 
of the sequences themselves is so good, 
that it's hard to believe you're playing a 
game when Kirk and Sulu make their 
first entrance at the start. 

The same applies to the sounds, which 
in all their glorious Dolby Surround, need 
to be heard to be believed. Unfortunately, 
a price is paid for this lush audio-visual 
feast - and a hefty one at that. Starfleet 
swallows a staggering 180Mb of hard drive 
space - your hard drive will most 
definitely be assimilated! 

Make it so 

After the cut sequences however, the 
designers encountered a problem: how to 
proceed. You are, after all, in charge of a 
heavily armed, very powerful vessel 
manned by a high skilled crew. When faced 
with the challenges posed it would be a 
relatively simple matter, as Captain, to 
instruct one or more sections (engineering, 
science, medical etc) to come up with an 
answer and 'make it so.' This however 
would not a good game make. 

Instead, a Tie-Fighter style arcade 
game approach is employed, where you 
personally take charge of all the 
different ship functions - weapons, 


damage control, communications etc - 
and move and fight using the mouse and 
keyboard. In most cases you either tell 
one of the crew what to do by picking 
from one of several predetermined 
instructions or zipping around, avoiding 
incoming fire and ensuring damage 
control gets the needed energy for 
example, while targeting and retaliating 
with photons or phasers. 

Shields up, red alert 

And herein lies a major problem; without 
this approach the game would lack much 
of its excitement, but this rapid action 
style is woefully inappropriate for a Star 
Trek game - fight sequences in the TV 
series often last for 10 to 15 minutes or 
longer. At the same time flying around 
and zapping away using the keyboard is 
okay for a small fighter - like the Tie 
Fighter - but doing it with a starship 
holding 500 people just doesn't feel 
right. This problem is further exaggerated 
by the fact that something this size just 
wouldn't handle in the way it does in the 
game - stopping suddenly for example. 

Worse, many of the procedures that 
frequently need to be performed or 
regularly viewed are laborious and time 
consuming to access. I'm pretty sure that 
if Kirk had to wade through screen after 
screen to enable even basic measures such 
as raising shields to full, he'd have left 
Federation command fairly early on. Some 
shortcuts are definitely needed. And if this 
wasn't bad enough, it quickly becomes 
apparent that little real skill is needed to 


find the correct instructions to give, or to 
determine the best way to fight various 
opponents - if it doesn't work, go back 
and do it again. Long term playability isn't 
one of Starfleets positive points. Flaving 
said all of this, Starfleet does have its 
good side. The plot is more involved than 
you might at first think - you do feel part 
of the Star Trek universe and with its 
audio/visual splendour it's more of an 
'experience' than playing similar games. 
Lastly, if you enjoyed Tie Fighter (and who 
didn't) you'll have fun with Star Fleet , just 
don't expect it to last long. 

Autodestruct sequence armed 

Sadly, doubly so as a fan, I can't 
recommend Starfleet Academy. Affirmed 
Trekkers will be disappointed at many 
annoying technical errors - ship 
handling for example - while passing 
gamers who might be assimilated will be 
put off by the lack of longevity and the 
galaxy class hard disk requirements. Star 
Fleet Academy could have been a killer 
of a game, as it is however, it's only set 
on stun. Andy 




Doubtless most Trekkies...oops, Trekkers will be happy just to see the Enterprise in any manifestation 


TBEK FACTS 


NASA named the first U.S. 
Space Shuttle the 
"Enterprise" after receiving 
some 400,000 requests 
from Star Trek fans. 

The character of Wesley 
Crusher in the Next 
Generation series is named 
after Gene Roddenberry, his 
full name being Eugene 
Wesley Roddenberry. 

Fans of the series, called 
"Trekkers" are the only 
fans listed by name in the 
Oxford English Dictionary. 

Paramount employs 
physicists to check the 
facts in the various story 
lines and to make the facts 
as accurate as possible. 
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KEYS AND MOUSE 


Beam me up Scotty, 
there's no intelligent 
life here. A potentially 
great game let down by 
silly design problems 
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SPIFS I IMF IIS 


There are a variety of 
special missions that you 
can assign to your spies. 

Tell him to visit one of the 
opposition's buildings and 
then let him loose on it. 

You can have him 'Sleep' for 
a while where he acts 
normally without attracting 
attention. Also using the 
'Sow Dissent' option which 
reduces the loyalty of the 
occupants. Sabotage their 
mines, factories and towers 
of science so they run at a 
slower rate. If there is only 
your spy in the building you 
can 'Capture' it or gain 
'Information' from the 
scrolls of the opposition but 
with all of these options 
there is still the possibility 
of being caught. 


You have to be prepared to attack the gods 


featured in Age Of Empires and 
concentrates on the mining of iron, 
copper and day. The procedure is quite 
simple to perform; simply train up a 
peasant to be a minor (it takes about 10- 
20 seconds at a guess) and send him to 
the location where the resource is and 
within about a minute you have a fully 
functioning mine. You can then build a 
factory to produce things to sell to your 
villagers or trade with other kingdoms. 

The research facility is restricted to 
warfare, so in this sense the game is more 
of an 'ancient' version of C & C. Once built 
you can set it to research weaponry such 
as catapults, the Spitfire and the 
Porcupine. These are pretty old-fashion 
looking weapons but very effective. 

Trading places 

As in Colonisation, the game is quite 
trading oriented and you can either use 


can train up to become all manner of 
worthwhile subjects. You are also provided 
with a fort where your king resides. It is 
his job to train up the soldiers in order to 
do battle against the enemy, and players 
must select about half a dozen peasants 
and send them into the fort for training. 
In the same way it is possible to 
construct other buildings. As a resource 
management game one of the first things 
players should look for is natural 
resources. However the game passes over 
the mundane struggle for wood and stone 


Seven Kingee 


Real-time strategy is at tie height of its popularity will developers and players alike 
Seven Kingdoms adds a 'spy element in for good measure 


ra 

M even Kingdoms is a resource 
management game along similar 
lines to Age Of Empires. Like Age Of 
Empires you can choose from several 
races to build up a kingdom of wealth 
and power with the ultimate goal to be 
as powerful as the Gods. These include 
Chinese, Greek, Japanese, Maya, Persian, 
Norman and Viking deities. They look 
slightly different but the buildings don't 
appear to vary that much. 

Each new game begins with a small 
village of around forty peasants that you 
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THE GODS MUST BE CRAZY! 

The Greater Beings are other-worldly god type people that players can summon later in the game. To do this they have to build a Seat of Power and there are different seats from 
different nationalities. Each greater being has his own special skill. Some last for a long time, others are more one-off weapons of extreme intensity. Once the action has been 
completed, the Greater Being will disappear as quickly has he came. For example, the Persian Lord of Healing has the special power to heal all of your units in a specific area. 



boats that require a port, or cross 
country caravans which are in fact fat 
camels. Once you have built a market 
and have been offered a trading 
agreement with another kingdom then 
you will be raking it in. You can also 
arrange for the camels to visit a group 
of markets and simply plod around 
continuously, which is kind of neat! The 
game has a good interface so that 
players can keep up to date on 
everything. The top left-hand of the 
screen houses the scrolls for economy 
figures, trade, military, technology and 
espionage so you are never far away 
from essential information. 

One of our spies is missing 

A cool new element not seen in Age Of 
Empires is the spy and espionage facility. 
Later in the game notices on the screen 
will inform you of any defectors that 
join your kingdom. These may seem 
genuine initially but they may also be 
spies. If this is the case then players 
can train up their own spies to keep an 
eye on them, wherever players choose to 
place them. They are also useful in 
battle situations (last in first out!). 

Another cool combat bonus feature is 
the Fryhtan combat. This is like waging 
war against the gods. A stupid thing you 
might be thinking, but it's always good 
for a laugh. It will take all your forces to 
gather around one of the lairs. So what's 
the point? Well you can find gold and 
perhaps a scroll of power, and these 
cannot be stolen! With these you can 
construct a seat of power, one for each 
nationality. This seat allows players to 
summon a 'Greater Being.' For the Vikings 
you can summon lightning and tornadoes 




6 





to strike the enemy, and the Normans 
have their very own dragon to help you 
out. Other powers affect the whole of a 
kingdom such as reducing the loyalty of 
all the enemy's units. This feature is 
similar to the cards in 7th legion but 
without quite so much variety. 

Multiplayer 

As far as multiplayer is concerned players 
have four options. There is IPX Network, 
TCP/IP Network, Modem and Direct Link. 


army out on the road for a bit of action. 
The research is limited only to the war 
effort, which is a bit annoying - no 
upgrading of defences (in fact no 
defences at all) or anything else apart 
from the war machines, so this does put a 
bias on combat. Since there is quite a bit 
of gameplay in the trading it would have 
been good if you could develop other 
products as in Capitalism Plus , but hey! 

The graphics and animation are not 
up to what we have seen in Age Of 


The gameplay is varied enough to keep your 

interest tor a good while. 


As with most games you have a game 
creator and then the game joiners. There 
is a list of all of the games going on and 
a message area for all the players to 
discuss the range of options for the game. 

The gameplay is varied enough to keep 
your interest for a good while. You can 
either opt for making money and building 
a huge settlement or simply taking an 


Empires, which is such a classy looking 
title, and the music doesn't really do 
that much for the game either. Seven 
Kingdoms adds another angle to the 
continuing C&C world sneaking in 
behind Age Of Empires in the race to 
find something new. If only they had 
taken the 'spy' idea and done a Cold War 
thriller instead! David 







The graphics aod animation are not quite up to the standards thrown down by Age Of Empires but still rather ace 




Seven Kingdoms - not 
really just another C&C 
clone but one of the 
first Age Of Empires 
lookalikes that nearly 
delivers the goods 
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n 

j omputer games have always 

been divided into many different 
genres, and it is in the natural order of 
things that these genres will go in and out 
of fashion. One month it's all soccer sims, 
the next it's all point-and-click adventures, 
or first-person shoot-em-ups, or whatever 
happens to be the flavour of that particular 
month. We will have half a dozen games 
come in for review which are so similar 
that only the spelling of their titles 
distinguishes them one from another. 

However, once in a while a game will 
come along which bucks the trend, either 
by breaking the bounds of established 
genres, or more rarely, by radically 
redefining the standards by which their 
genre is judged. I think The Reap, which 


The arsenal of incredibly destructive weapons your ship can be armed with all look very impressive 


is developed by Housemarque Games, is 
one such game - and when you see it you 
will know what I mean. 

Kill the sheep! 

They have taken one of the oldest and 
most neglected of all game formats and 
blown the cobwebs off it with a flame 
thrower. The Reap is a scrolling isometric 
3D shoot-'em-up in the classic arcade 
style of Project X, but bears about as 
much resemblance to that game as a 
Jaguar does to a Nissan Micra. But first 
the story: 

The aliens have finally invaded and 
are busily wiping out all life on Earth so 
they can have the place all to themselves. 
Rather than trying to stop them, you are 
a dastardly mercenary working for the 
aliens against your own kind. Shame on 
you! This explains why you are flying a 



horribly beweaponed alien spacecraft and 
blasting the crap out of the poor humans 
who are trying to stop you in every kind 
of vehicle under the sun - from pickup 
trucks and WW1 biplanes to submarines 
and helicopter gunships. Even the sheep 
and cows are fair game. You get extra 
points for destroying the herd leader! 

Without a trace 

As soon as you load this game, the first 
thing that hits you is, of course, the 
graphics. Amazing fully rendered three- 
dimensional ships hurtle about the screen 
with mercurial fluidity, their rotund metallic 
shapes reminiscent of the props from a 
1930s Flash Gordon serial, only to be 
blasted to particle-traced smithereens 
by your glowing, translucent plasma 
bolts. You fly over rippling transparent 
water and dodge the fiery missiles from 



Always remember that most of the things yoo can see on the screen can and will shoot back at yon 
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WfttPBMS AND PICK 


Weapons and power-ups are sent down to assist you from the alien cargo 
ships orbiting the Earth. The weapon system allows you to use one weapon 
to destroy targets while loading power to another weapon. The left-hand 
icon is the weapon being fired, the right icon is the weapon that the power- 
ups are being assigned to. The power level display is located beneath the 
weapon symbol on the screen. 

The careful management of weapon power levels is crucial to your 
success. Do not add power to a weapon already at maximum power. This is 
particularly important when you are reinstated with a new life. Collect the 
weapons your last body left and select the weapon you wish to boost before 
you collect the power-ups. If necessary you can change the selected weapon 
before collecting further power-ups. 


Put your adrenal gland on standby and prepare 
for RSI in your trigger finger. Playing games 
this good can be a dangerous hobby 

pursuing helicopters, all the while looking 
for those all-important weapon power-ups 
and energy recharges that keep you 
blasting. This is what arcade games should 
always have looked like - the team at 
Housemarque have put more effort into 
the appearance of The Reap than some 
nameless developers put into an entire 
game, and they haven't stopped there. 

Fished in 

I have to admit that I am not the greatest 
fan of arcade shoot-’em-ups in general, 
but this one had me hooked, landed and 




weapons. The weapon management system 
is a bit complex for this type of game: you 
have two icons at the top of the screen, 
one for the weapon you are using, the 
other for the weapon which benefits from 
any weapon upgrades you may pick up, 
and you can scroll through both of these 
independently. Since each weapon has 
three power levels, it requires quite a feat 


This is what all goad arcade games 

shuuld always have lucked like 


of split concentration to get all available 
weapons to full power while simultaneously 
blasting all the enemies! Still, you'd only 
complain if it was too easy... Just to make 
it even more difficult, there are not one 
but two artificial intelligence systems. One 
controls the movement of the enemies, and 
the other sits and watches you, learning 
your moves and trying to out-think you, 
and it's rather too clever for my liking. 
One of these days, some game or another 
is going to get out of control and take 
over the world. It's only a matter of time, 
don't say I didn't warn you...(The reviewer 
was later found dead, apparently killed 
by an electrical fault in his PC. The editors 
would like to hear from anyone interested 
in the post of Staff Writer.) Cliff 



grilled with butter and parsley within ten 
seconds. The action is fast and furious, 
with torrents of enemies pouring down 
upon you from the first frame to the last. 
They get tougher as you go on, but the 
progression is perfectly matched to the 
learning curve, so there is a constant 
challenge without it becoming infuriating. 
The obligatory end-of-level baddies are 
awesomely destructive, and naturally tough 
to kill, but when you do finally defeat 
one the cry of "Yes!" is no less heartfelt 
for being completely involuntary. Successive 
levels are described as missions, and you 
are given objectives to fulfill, but in reality 
you blast everything in sight - including 
the livestock. 

Native intelligence 

As you progress through the level you 
can pick up any of the five available 



The Reap will keep you blasting with amazing high intensity 3D graphics and lightning fast action 


Remember that old arcade 
machine in the college 
common room that helped 
you fail your GCSEs? Well 
this game is at least fifty 
times better 
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Overboard 




It is true, there is a Lock Ness 
monster after all, I’m surprised 
more people haven’t noticed him! 



hat better subject matter to 
I use for a fun sea shoot-'em-up 
than pirates? They're fearless fellows who 
spend months on end climbing rigging 
and getting drunk, whilst exploring the 
seven seas looking for treasure. The story 
behind Overboard centres around an evil 
band of pirates, led by Captain Blowfeet. 
Feared by all from the north to the south, 
the time has come for a mariner to take 
control of the situation and, you guessed 
it, claim the long lost treasure. 

Using top-down 3D views, Overboard 
lets players navigate their very own stumpy 
little galleon, all decked out with fully 
flammable sails and nifty canons that fire 
from every angle but the back. Occasionally 
you can pick up extra weapons - like 
rockets that fire vertically - which make 
the most of the three dimensional graphics. 
With this in mind the shadows cast from 
floating objects are vital for targeting. 

In the time when pirates ruled the 
waves there were also many legends that 



Skiver me timbers, pieces of eight aed ell that jazz, 
it’s time tar some swash-heckling action in the 
shape of some serions pirate antics in Bmtourt! 


surfaced - myths about huge sea monsters 
and buried treasure. The game has many 
features thrown in to liven things up, 
monsters, airships and you can also spot 
spaceships whizzing by! 

Shake your booty 

Many aspects of the design of Overboard 
have been tied in with the pirate theme. 
For example, the weapon select uses a 
ship's dial, that spins around to cover the 
weapon of choice. You have cannonballs, 
rockets, broadsides, mines, depth charges, 
oil slicks, lightning and flame throwers 
to use on assailants. 

There are three different view points 
that players can opt for during the game. 
The crow's-nest view lets you look down 
on to the ship from directly above, which 
is good for targeting objects that are out 



of view on occasions. There is also a view 
from behind the boat, looking forward, 
which is better for combat purposes. 

With these depths of combat and peril, 
health becomes an important concern. As 
you would expect, the more you get hit, 
caught alight, blown-up and sawn in two, 
the more your health depletes. Periodically 
players can find floating green boxes 
with the familiar white cross emblazoned 
on them. These boost your health and 
can be found dotted about the map and 
often at the ports. In the same manner 
there are also floating boxes stuffed with 
ammunition - simply pass over them to 
collect the goodies. Other floating objects 
worth hitting are the green bottles - 
which act as save points. Power-ups can 
crop up here and there - the first one to 
appear changes your slow old ship into a 
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like a maze, with small rivers and lakes 
that open up to oceans every so often. 

Along the shores lie ports to be taken: 
players simply have to dock and the flag 
drops to be replaced by their skull and 
crossbones. As well as the fixed landscape 


To use an old plank walking phrase: 
'When the push comes to the shove' the 
game is fun, though a bit too simplistic 
to appeal to the more sophisticated 
gamesplayer. The graphics are sharp and 
very colourful, and look more like 


The gameplay is not that exciting and though there 
is some variety, the principles always stay the same 


speeding steamer but the effect soon wears 
off. There are also elements of strategy in 
to toughen things up - for example, 
when your galleon catches on fire you 
can find a waterfall to put out the blaze. 

Level headed 

Throughout the 15 levels there are extra 
hidden areas to explore. Clues are often 
given to their whereabouts, so keep your 
eyes peeled. There are five regions to 
travel through: Caribbean, Inca, Arctic, 
Industrial and Middle East. Each level is 


there are also incidental things, like fog 
and volcanoes, to add some variety. It's 
not hard to know where you are either, the 
map is your guide to treasure and freedom! 

Run the gauntlet 

Multiplayer options alert! Overboard is a 
great game for a crowd: up to five players 
in fact. Ten different arenas have been 
designed to sail in, plus a timer option 
to see who can survive the longest. It's 
fun to chase after the best weapons to 
blast your competitors. 


something out of Pandemonium than 
Quake. It couldn't really be classed as a 
sailing sim, though with its infectious 
wobble it may even inspire some more 
boating games! 

The music is really funny to begin with 
but like many Pop tracks, becomes very 
annoying - especially on later levels when 
the going gets tough and you are on your 
last life. On the control front everything 
feels okay but keyboard play is, as you 
would expect, not as good as joypad. 
Unfortunately there's no reverse on your 
galleon which can be a bit frustrating 
when being fired upon by three or more 
shifty characters. 

Overboard is humourous, from the well 
rendered intro to the exploding fish. The 
gameplay is not that exciting and though 
there is some variety, the principles 
always stay the same. That said, if you're 
looking for a simple, arcade style game 
with plenty of levels to plough through 
and a new angle on gameplay, then 
Overboard could just be your thing. David 
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The game is full to the brim with wild effects and huge monsters, just look at the whirlpool and those busts of electricity, you will have someone’s eye out 




Big pipes allow players to move 
from one place to another with 
ease, just don’t touch the sides! 



Overboard provides some 
watery fun without 
getting wet. Arcade 
action that needs much 
more variety. 
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Chasm: The Rift 



M another Buake lookalike hits ns with Mows that we’ve experienced many times 
hefnre. Bet does Chasm have anything new to offer a somewhat stale genre? 



Chasm uses the age old tactics of 
having all the colours really dark 
and gloumy, making the game dull 



f you enjoy blasting the hell out 
of every moving thing in your 
path using a wide range of weapons, then 
there are loads of games around to fulfil 
this desire. As soon as you have played one 
of these games you will recognise another 
a mile off. This is the case with Chasm. 

Clean Your Specs 

The thing that amazes me with this is the 
fact that it will play on a 486! This is a 
miracle in today's technology-chasing times, 
where unless you have a P200 fully carded- 
up, you will be disappointed in most 
games. Not in this case: we tried it on 
our P120 and it was really smooth, with 
nothing jerky or too pixelated about it. 





The storyline appears very similar to 
Doom , but instead of a portal to Hell we 
have 'time channels' for the baddies to 
pour through - how novel. These time 
channels have occurred because of the 
destruction of standard time. The creatures 
that are busily entering our world through 
these channels become mutated enough 
to give the game its 15 certificate. 

Teenage Mutants 

The main character, as in many of these 
games, is a soldier of high calibre who 
has been assigned to destroy all the weird 
mutants. The intro looks like a rolling 
demo for the game, using the same level 



of graphics as the game itself. At the 
beginning of the game you meet your two 
superiors. One is an officer of some sort, 
the other is a technical consultant called 
Strickland. You are given sufficient 
information about the situation before you 
are dropped into the thick of it, but don't 
expect any lavish FMV, this is all purely 
functional only - just like the intro. In 
the first mission you must reach the 
power plant and turn on the wind turbines 
to regain some power into the area - it 
sounds easier than it is. 

As well as the many monsters, which 
include some pesky scorpions, players 
need to find keys and cards to access 
certain areas. These are to be found in 
secluded buildings, behind boxes or in 
vents. Throughout the sixteen levels there 
are hidden places to find things like extra 
health and armour, but there are plenty 
of first-aid boxes and ammunition to 
collect in more obvious parts of each level. 

The levels have been split into four 
episodes: The CondemNATION, In Search 


HniiiMiinihiYiugii: 





Other cool weapons available in the game are the Grenader, 
which fires grenades in front of you (make sure you don't 
use this at point black range though!); The Arrow Gun, which 
sends energy-boosted arrows for what would be about twenty 
feet; Land Mines (though I wouldn't wait around to see what 
happens when you use them); and the Dimension Detonator 
that does something major to everything around. There are 
other things to pick up that can help you protect yourself; 
Helmets, Armour, Double Health and Invincibility. 
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of Inception, The Shadow Zone and The 
Stronghold of Evil. Each of these is set 
in a different environment like Ancient 
Egypt - or a fortress full of odd Frisbee- 
throwing court jesters! They provide a 
good change in scenery throughout the 
game, although the colours are all the 
same greys and browns and do get a bit 
tiring after a while. 


Good weather 
fo 


or the time of. 


A plus point though is the weather effects; 
the sweet sound of rain and thunder in the 
distance really helps to set the scene at 
the beginning of the game. At the end of 
each episode you are not disappointed, 
huge boss enemies guard the way to 
victory - each of which seems to be 
invincible! It is good that the missions are 
quite linear with one general theme that 
connects each of them - lYs so much better 
than simply shooting the hell out of 
anything that moves. Saying that though, 
there are no civilians or anyone that 
you should avoid killing, which would 
have been good. Take No Prisoners was 
good for promoting that type of calm 
composure and precision in players. 


Shoot aod Destroy 

What about the feel of the game and the 
weapons? Well the options allow you to 
define your own keys - make sure that 
the mouse sensitivity is up high though! 
Useful when up against big guys is the 
strafe move, that allows you to pop out 
from behind walls whilst facing forward. 
There are not many stats on screen, health 
and ammunition being the primary ones. 
Two things that would have been helpful 



would be a brighter target so you can 
see exactly where you are aiming and an 
inventory on-screen to know what keys 
and cards you hold at any one time. Hit 
tab though and youTl have a transparent 
map available so that you can carry on 
playing - which is something at least. 

Weapons are often the biggest 
consideration in these games and here 
it's the same story. There are eight in 
all, selected using the number keys. You 
begin with the standard shotgun then 
move up to super shotgun - which is a 
double-barrelled affair! The Volcano is a 


the sequels to Quake and Hexen, but the 
lighting effects are good, altering when 
you smash a light bulb. The sound and 
the environmental effects are similarly 
impressive and the techno music adds 
to the excitement somewhat (more so 
than the tacky oriental sounds heard in 
5hadow Warrior any rate). The vital 
'scary-factor' is not that high though; 
not much jumps out at you and the 
monsters aren't really worth the fifteen 
certificate at all. 

Chasm: The Rift is a bit more than 
just a clone in that it has new ideas - 


Chasm: The Rift is a bit more than a clone in 

that it has new ideas, such as decapitation 


good machine gun and most original is 
the Blade Gun which fires neat homing 
circular blades to decapitate monsters. 

Multiplayer is also a big feature, with 
Network or KALI link-up available: Chasm 
could be the new Quake online given half 
a chance! There's six Death Match arenas 
to play in, each of which is especially 
designed. There is also a Level Editor 
that allows you to create your own room. 
Once you have all the walls, floors and 
ceilings in place you can add the more 
exciting things like monsters, weapons 
and Netplaces (which position where 
players spawn in a network game). 

Stop Cloning around 

So what does the game add up to, more 
than its predecessors? Well graphics-wise 
things aren't as sharp and detailed as 


such as the charming decapitation - but 
unfortunately the presentation and the 
use of pretty limited graphics for the 
sake of running on a 486 have made the 
game look second-rate. In this respect 
it's more along the lines of say. Sin and 
Unreal than Quake. However, with the 
good mission-based gameplay giving 
players something extra to do other 
than just shooting, the game shouldn't 
be overlooked. David 
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Viking warrinr nr one of the Hair Bear Bunch? 





It is lucky that this big mummy 
doesn’t come alive, beware nf 
some of the other statues though 



Obviously very much 
like most other 
first person shooters 
but it does offer 
decapitation as a 
bonus feature! 
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Grind Theft 





MUSIC TO 
MAKE YER 
EARS RLEED - 
LDVEIY1 


A point I really liked about 
Grand Theft Auto was its 
soundtrack. There's none of 
the usual repetitive, 
monotonous, played for 
hours on end collection of 
tunes here - the amount of 
music involved is huge. 

How on earth they got the 
game and that many tunes 
on one CD is amazing, to 
say the least. Most of the 
tunes are in the American 
hip hop and thrash rap 
style, or gangster rap as 
some people say, and all 
have been carefully chosen 
for suitability. They are all 
'real' tracks, taken from an 
assortment of different 
albums and artists, and just 
for you lot. I've included a 
small selection of them to 
give you an idea: Da 
Shootaz - Grand Theft Auto, 
Slumpussy * Gangster 
Friday, Ghetto Fingers - On 
The Move, Reality Bubble - 
Days Like These, Stikki 
Fingerz - 4 Letter Love, 
Retrograde - Benzoate, and 
Bleeding Stump - Just Do It. 
There are an amazing 
twenty plus songs for your 
listening pleasure, so get 
that volume up! 


If the roads art full, drive an the pavement! 







ou know the scene, you're at 
a stand still, there are lines 
of traffic as far as the eye can see, in 
both directions, there's a black cab 
driver crooning along to Classic FM on 
one side, and a yuppie ranting loudly 
on a mobile phone (mainly to make 
sure everybody else knows that he has 
one!) on the other. You've kept it 
calm so far, you've smoked all yer 
fags, counted up to several thousand 
by now, and run out of whale song 
tapes. Soon enough you're gonna 
scream yer little heart out, put the 
pedal to the metal and hammer 
straight down the pavement, leaving a 
trail of blood, brains and insides a 
hundred yards long! 

Well, with that in mind, I think 
you're ready for a taste of automotive 
mayhem in the guise of Grand Theft 



Auto, the most extraordinary driving 
experience around. 

That's right, we're not talking about 
going round and round the same old 
featureless track, with the same views 
and the same cars. We're talking about 
an incredible three entire living, breathing, 
cities, complete with cars, cops, bikes, 
pedestrians, alleys, parks - and drug 
dealers. Not to mention that the whole 
thing is in glorious twenty four bit colour, 
in real time, and in Super VGA! Believe it 
or not this game has around six THOUSAND 
miles of roads, streets, alleys, and dead 
ends for your driving pleasure. 

Gi’s a Job! 

In Grand Theft Auto you are a lone 
mere on the payroll of the biggest and 
most dangerous criminal family in the 
city. As such you'll be up against all 
sorts of organisations, the major one 
being the law enforcement agency, the 
most feared of them all, and then of 
course there's the other crime families 
- all out to put you at the bottom of 
the river - and numerous smaller gangs. 
Hells Angels, teenage street gangs and 
so forth. 

If all this is starting to worry you 
a little remember, to help you in your 
missions, you have a monstrous choice 
of over two dozen cars, including VW 
Beetles, Porsches, Beamers, pick-ups, 
an array of motorcycles, jeeps, and 



The amount of fun you can have with this game is insane, from mowing down pedestrians, to sorting out the boss’ exceedingly messy drug problems 
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loads more vehicles I don't even know 
the names of! 

To get jobs you must make your way 
to a specific location - usually a line of 
roadside phones - which will give you 
some instructions. The first task for 
instance is to go and pick up a dumped 
car before the police find it. There is 
one essential feature to aid you in this, 
the arrow. This simple direction indicator 
points toward your goal, wherever it is. 
but it's not a navigation device, and 
will not help you find your way round 
the city. The best way to do that is just 
to spend a short while driving round and 
learning the layout. 

Anything Goes 

How you go about playing the game is 
also totally up to you. There are working 
traffic lights, stop signs and all the usual 
paraphernalia of road safety. Most of the 
other cars are legally owned and carefully 
driven, so if you want to be a responsible 
and polite road user, then great! But on 
the other hand, there's nothing quite 
like running up to some unsuspecting 
soul, ripping his door open, dragging 


him out by the hair, and then rocketing 
off down the freeway leaving a trail of 
rubber and intestines (if there are any 
pedestrians handy that is) strewn across 
the tarmac. But beware, the cops in these 
cities are among the most dangerous and 
efficient of them all: if you start running 
down the plebs and double parking and 
you're looking at some serious attention. 
If they get really upset with your anti¬ 
social driving habits, you can expect to 
see roadblocks, and fully armed officers 
quite happy to shoot you dead! 

Dotted around the place are numerous 
power-ups, these are usually in the form 


of crates, which when driven into will offer 
a selection of bonus items, like pistols, 
machine guns, and body armour, to name 
a few. Yep, you guessed it, if all else fails 
you can leap out of the car and run around 
like a manic mowing down everything that 
moves, people, cars, even some buildings! 

I liked this game so much, I even 
got behind in my work 'cause I couldn't 
stop playing it. If you want an original 
concept, that's combined with hours 
and hours of absorbing game play then 
get hold of Grand Theft Auto , you won't 
regret it! Graham 






IS NOTHING 

SflCRfil7 


Mind you, this game could 
have a lot of righteous people 
up in arms. There are those 
who would have us believe 
that this kind of game could 
eventually drive some folks to 
go out and do such things in 
real life - as if. And anyway, 
after you've just committed 
the heinous crime of splatting 
a pedestrian on the sidewalk, 
or taking out a biker, you'll 
find that if you hang around 
for a while a selection of 
emergency vehicles will 
appear on the scene pretty 
quickly, and that the victim 
will nine times out of ten will 
make a full and complete 
recovery. Well, that's 
presuming of course that 
somebody (I was at home 
with the kids officer, honest) 
doesn't steal the ambulance 
in the first place. It's really 
amazing, every single vehicle 
in this game can be nicked, 
and I mean EVERY vehicle! 


ir 4ir4n ainflMT 

IIU JIINI 

PUBLISHER 

BMG INTERACTIVE 

DEVELOPER 

DMA DESIGN LTD. 
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PRICE 

£39.99 

RELEASE 

OUT NOW 

WEB SITE 

w w w. b m gi ntera cti ve. co m 

PLAYERS 

ONE + NET CONNECT 

MEMORY 

16MB 

PROCESSOR 

486+ 

GRAPHICS 

SVGA CARD+3DFX SUPPORT 

SOUND 

SB OR 100%C 

CONTROLS 

KEYBOARD 

If you want hours of 
gameplay, some excellent 
tunes, fast moving action 
and really fluid graphics, 
this is definitely 
the one for you! 
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EXPLOSIVE [ 
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Virtual Pool 2 


Haw Interplay managed to produce the best pool simulation ever, 
nr is it time ta gn down the pnb? 


MUST BUYll 


Iflll’Q TDIPIfQ 


This guy knows about ball 
control. No matter whether 
you want to do a 'great 
escape/ fire a 'machine 
gun/ give your balls the 
'ultimate kiss around' or 
suss out a whole host of 
other bizarrely named trick 
shots, this is the guy with 
all the secrets. 






View the table from any angle you 
choose with the moveable camera 




! wo years ago Virtual Pool 
I managed to raise a few eyebrows 
with its near perfect gameplay. Now that 
was a game that would take some beating, 
and to this day no one had come dose. I 
could keep you in suspense here, weighing 
up the pros and cons, teasing you with its 
insignificant failings, but I won't. There's 
no point in beating around the bush, 

Virtual Pool 2 is breathtaking. 

The physics, gravity and general look 
of the game are unique, never has a 
baize-based PC simulation felt so true. 
Incredibly, and unlike most games of 
this kind, it's as easy to pick up as a 
piece of chalk... as I challenged my first 
computer opponent, Napoleon Fallapart, 


I anticipated at least a three game 
learning curve. The only tricky part was 
the cue action, but once that's mastered 
you realise it's actually a very logical 
way of taking a shot. You simply pull the 


off their talents. These skills range from 
the 'ten pints down the pub on a Friday 
night' variety, to the ultimate dead-eye 
professional. To beat the top computer 
players will take a serious amount of 
practice, the signs are that even on your 
own VP2 will keep you coming back for 
more, and when it comes to sports 
simulations that's a rarity. 

There isn't just one kind of pool here 
either, there are in fact ELEVEN different 
versions, including the ludicrous single 
ball game, the almost-as-ridiculous 
three ball game (these are bona-fide 
strains of US Pool by the way) and of 
course the more traditional eight, nine 
and ten ball games, plus the English 


The physics, gravity and general 
look nf the game are unique 



mouse back and then push it forward to 
hit. The faster the mouse comes 
forward, the harder the shot. After a few 
blinding pots, poor Napoleon Fallapart 
didn't know what had hit him, in a 
first-to-five tournament he lived up to 
his name perfectly. 

Varied opponents 

Virtual Pool 2 has a habit of putting you 
in your place though. For a start there's 
about a hundred computer opponents with 
cheesy names such as Angle Ah Lansbury 
and David Hustlehoff just waiting to show 


pub rules which are by far the most 
sensible, understandable and enjoyable. 

Another pleasing touch is the three 
different backgrounds, whether you want 
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to be in the pub or Local pool hall, VP2 
Lets you choose. As an extra gimmick you 
can even choose the side panel design 
on the table - nothing like going over- 
the-top! 

While there's undeniable satisfaction 
to be had from the single player game, 
we all know there's nothing like a good 
scrap against your mates, and this is 
where VP2 shifts into top gear. Up to 
eight players can take part in a 
tournament and because you can even 
save your progress, a handicap system is 
implemented to even things up. 

Even with the existing multiplayer 
possibilities, it's surprising to see there's a 
modem option. Is this not a little over- 
indulgent? Why on earth would you want 
to go through the hassle of linking up, 
when you've got dozens of perfectly good 



computer opponents and a brilliant 
multiplayer game. Some publishers insist 
on putting network options into games 
that really don't need it. Wouldn't it be 
better to leave the 'Net uncluttered for 
specifically designed link-up games? 

Trick shots 

If all this competition becomes a little 
too much, you can always settle down 
with a trick shot or hundred. There's an 
excellent 'kibitz' mode (I think I went on 
one of those in Israel and I never played 
pool once!?) where the computer helps 
you line up your shot and then shows the 
projected path of ALL the balls, just so 
you can see what a mess you're getting 
yourself into - very kind. 

But putting the right spin on the 
ball is almost as difficult as performing 





a trick shot correctly. Hold down the 'E' 
key and use the mouse to rotate the cue 
into position. You can then use the 
extremely delicate cue control to obtain 
that extra little spin. Careful though 
because wild cue control can send balls 
cascading over the edge of the table. 

There's really not much else to say 
about VP2, except whenever it's played 
there's an almost overwhelming sense of 
disbelief. Most of this is down to the 
sublime graphics and sensational camera 
views with its ultra smooth, fully 
rotational 360 degree movement. If you're 
lucky enough to have a 3DFX card or 
similar, then you're in for quite a treat. 
Sound is minimal, a few cheers or whoops 
from the (non-existent) crowd wouldn't 
have gone amiss, but hey, that might 
have drowned out the realistic sound of 
the balls clattering against each other... 

VP2 is a splendid, smoothly 
programmed work of art. We won't see 
PC owning pool fans for the rest of the 
winter, and as for the rest of us? Well, 
there's no point in turning your nose up 
at a game as playable and socially 
acceptable as this. Save a few fifty 
pence pieces, go down the shops and 
get in the cue. Keith 



MIKE’S BAU 


Expert Mike Sigel will give 
you plenty of pointers if you 
need it. He'll show you 
about cue ball control, break 
shots, safety shots, trouble 
shots and give advice on 
general strategy. All of this 
is shown with FMV and 
actual saved gameplay. 




Zoom in and out for a close up, 
or complete view of the table 



Save on 50 pence pieces 
by getting Virtual Pool 2. 
With a wealth of options 
it's easily the most 
complete and realistic 
pool simulation around 
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Holiday Island 

God games are getting even more specific these days. Holiday Island 
lets you become a tycoon on an exotic outcrop in the ocean. 





|T| 

■ ave you ever experienced a really 
bad holiday, where your luggage 
has got lost on the plane, or your hotel 
room has been infested by rats? Well it's 
not much fun for the people concerned 
but it is always a laugh to hear about it 
happening to someone else. Holiday Island 
is a chance to have a laugh at someone 
else's expense by building up a holiday 
resort of your own and causing havoc 
on your neighbour's estate. Prepare for 
Butlins in the Bahamas! 

Holiday Island is the kind of resource 
management game where figures are all 
important, though mainly in your accounts. 
Unlike the other God games that have 
been released this year, the game relies 
more on money and expansion than pure 
combat: think of Capitalism Plus rather 
than Dungeon Keeper. There are a few 
elements of rough and tumble though. 
Dirty tricks would probably be a better way 
to describe them, but they can escalate 



into near warfare if there are many players 
all busily digging up each other's roads 
and letting rats run riot all over - and 
what with the storms and disasters the 
place can look more like a holocaust than 
a holiday resort. But as in real life, resorts 
aren't always what they appear to be and 
you never know when something bad will 
happen, which is half the excitement at 
the end of the day. 


At the beginning of the game players 
have the choice of island type, number of 
players, terrain type and scenario. With 
around a dozen of these to choose from 
there's always be another way of playing 
the game if you master the first. 

Hello campers 

The main idea running through all of the 
scenarios is the creation of a successful 






the natural 
attractions of 
say. The Grand 
Canyon, you'll 
need a dirty 
trick or two. Swimming pools don't tend to 
be so popular when there are piranhas nipping 
at people's toes and a shark diver swimming 
around a rival's shore will make bathers flee 
for their lives. But beware, there may just be 
the same thing going on in your waters! 


There are about ten different sabotage 
moves you can make in the game to 
help you gain more tourists at the 
expense of your competitors. In the 
world of tourism you need to have 
an edge over the rest and without 
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their road system and get your shark diver 
to swim along their shores. These are sure 
to deter their would-be tourists - but be 
careful they don't do the same to you! 

What a disaster 

You are kept updated on your progress by 
annual reports, so you can see where you 
are losing money, and by news reports from 
a pleasant blonde - she will be right there 
when the disaster begins to strike. Yes, 
as in most of these games, you can choose 
to have natural disasters reek havoc on 
your island; spring tides and storms are 
just a few of the things lying in wait to 
make things a little bit more challenging. 

Holiday Island is a good laugh, but it 
lacks that special touch which would make 
it a great game. The graphics are strong 
and the sound effects are amusing and 
the scenarios are quite challenging but 


Holiday Island is a good laugh Hot lacks that 
special touch which would make it a great game 


holiday resort with everything that holiday 
makers would want to keep them happy 
and indeed to attract them in the first 
place. The choice of attractions, facilities 
and so on, is pretty large to begin with, 
so you won't have to spend hours playing 
before your island looks impressive. In 
some ways this means you have everything 
on your plate and don't really work out 
what are the best ways to construct things 
- it's more trial and error. With Constructor 
you were only given a certain amount of 
house types and lodgers to begin with, 
but in Holiday Island it is just a matter of 
time before you are offered the chance 
to buy Stonehenge! 

The Money Maker scenario gives you 
twenty years to make £180,000,000 which 
sounds a lot, but you are given a loan 
of a few million to begin with. Another 
goal to create a Tourist Trap; just attract 
10,000 people a month to your area in 
twenty years. On a more specific tangent 
you can try Surfers' Paradise, where you 
can aim to bring 4,000 surfers to your 
island in ten years. 

City slickers 

As the island fills up it starts to look like 
Sim City 2000 : energy plants, hotels and 
camp sites can all be built. By the looks 
of things though, everything seems to be 
less connected - there are no pylons for 
the power plant to worry about or sewage 
pipes either, so how they affect progress 
is not clear. 


What is clear though, is competition 
between the players; if you build a bar on 
the sea front and your neighbour does the 
same you will both suffer and it's at this 
point that you can decide to use a bit of 
sabotage. There is a nice choice of nasty 
deeds to act out on your competitors if 
you have the money. Put piranhas in their 
swimming pools, lay explosives, mess up 


unfortunately the sabotage element seems 
underplayed. It would have been better 
if there were more things to do and you 
could see the results of your actions more. 

Holiday Island is a step sideways 
from Sim City 2000 . Similar to Theme 
Hospital but not half as good in 
comparison. It may be worth looking at 
if you're a God sim fan. David 







Sometimes a TV set will pop op 
oo the screeo aod aoooying 
women rant aboot trivia news 
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PUBLISHER 

OCEAN 

DEVELOPER 

SUNFLOWER 

PRICE 

£29.99 

RELEASE 

OUT NOW 

WEB SITE 

www.ocean.com 

PLAYERS 

1-8 

MEMORY 

16MB 

PROCESSOR 

P100 

GRAPHICS 

VGA/SVGA 

SOUND 

SB + 100%C 

CONTROLS 

MOUSE 


Tycoons and typhoons, 
a God game with dirty 
tricks. Holiday Island 
is your worst 
vacation nightmare put 
into a game 
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BudgetReviews 

With Christinas now upon us, we have wrapped up a few 
stocking fillers to add to your burgeoning list. 


Mecltwarrior 2 



Mec hW arr»r2 



□ division have just launched 
their new range of budget 
games under the title of The Essential 
Selection - a bunch of the best games 
at the low price of £9.99. Mechwarrior 2 
is probably one of the best in the range 
with its simulation feel and combat 
oriented gameplay. The game is based 
around the piloting of Mechs, huge and 
powerful machine robots found in the 
year 3057 as everywhere is inundated 
with war. Players take part in detailed 
missions but can also opt to drop 



straight into combat if they want. The 
3D graphics still hold up well in 
comparison to the new games around 
and are featured at their best on many 
of the landscapes within the game. 

There are a wide variety of Mechs to 
choose from and two main clans to join. 
Once you have landed on a planet you 
are encouraged to smash the hell out of 
the opposition and you're given plenty 
of weapons and a good selection of 
view points to help you in this task. In 
its time Mechwarrior was the cream of 
the crop, and it now serves as a 
milestone in this now popular gaming 
genre. Activision have recently been 
working on their new Mech-based game, 
Heavy Gear which marks the new breed 
of fighting machines. 



It’s games such as Mechwarrior 2 that have allowed Activision to come up with their new games like Battlezone, here be the ancestors! 


Earthworm Jim 




s a successful game on the 
consoles, Earthworm Jim is 
the game for platform lovers. Worms 
are a strange choice for game 
characters but Team 17 have done 
more than OK from the concept. The 
game does stay pretty true to its 
arcade-style origins with wacky 
platforms and equally wacky characters 
for Jim to fight all in the snappy 
cartoon style. Jim is pretty mobile for 
a spineless crawler, though this is 
partly to do with his special jacket. 
There are twenty levels to battle 
through in order to rescue the 
princess. The gameplay relies on sharp 
reflexes and a good sense of jumping. 


As far as weapons go you have a side 
arm and your own neck that acts like a 
whip to fend off enemies. 

As you move through the levels 
you can recharge your health and 
gain more ammunition. As well as 
fighting you have to do certain 
things like 'Launch a cow' which 
adds a quirky edge to the game. 

What with the many levels, 
characters and clean graphic style 
the game is real fun to play. Saying 
that though it is only a platform 
game and this genre hasn't moved 
on much over the last decade, so 
don’t expect much in the way of 3D 
action or variety. 
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Cartoon capers aplenty with a wiggling worm 
called jim. This is a classy looking platform game 
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Mission 8= Mt. Erebus 


the on-screen map to complete tasks. 
Each cyborg is a unit in itself with 
health, power and ammunition 
considerations. Batteries, first-aid and 
bullets can all be found during the game 
when things get tough. Shooting 
requires left clicking on the mouse to 
bring up the target and right clicking to 
fire. The cyborgs can be upgraded if you 
get hold of some money but to begin 
with you will have to make do. 

The game reminds me a bit of the X- 
Com series and is quite good fun to play 
though not totally engaging. 


Mission 5; Completed 


U his sounds a bit like Total 
Annihilation to me but 
unfortunately it's not. This budget title 
looks incredible in the early part of the 
game, and when you see the intro 
sequence and open up into the HQ 
you'll soon see that everything has 
been well designed and rendered to 
look really tops. 

The story centres around the take¬ 
over of the world by the out-of-control 
Mechs, machines invented by 


corporations but too powerful to 
control. Using a few cyborg freedom 
fighters, players embark on twenty 
missions to regain control of the world. 
The mouse-controlled pointer gives you 
control of two cyborgs against up to 65 
different enemies. The look of the game 
itself is a bit disappointing compared to 
the intro but that is usually the case. 
The missions get increasingly more 
complex and involve directing your 
cyborgs to certain places located within 


Well done you have completed 
objective two, now pregess to four 


TekWar 


U his game was based on the 
book of the same name. The 
story of an ex-cop, Jake Cardigan 
(unfortunate name) who was framed for 
dealing in a drug called Tek. Let loose 
from his suspended animation as an ice 
cube, the lad is out for some serious 
revenge. The game is set in the 
futuristic environment of heated L.A. 
and it is up to you to defeat the 
criminals that are selling and profiting 
from this evil Tek menace. 

The creator of the world of TekWar 
is William Shatner and in this game he 
helps you out with the use of FMV, 
taking you through Los Angeles in 
search for the labyrinth. There are a 
good number of civilians to avoid 
during this 3D shooter which uses the 
Build Engine. Choose one of the seven 
or so guys from the team and enter the 
Los Angeles underground. Even though 
the game looks pretty pixely it is quite 
smooth. It looks like they used photo 


imagery to make the game look as 
realistic as possible. You can hop on 
the tube and stop off at the sewers to 
really get a feel of the city! 

There are plenty of places to 
explore during the game and a good 
range of weapons and artifacts to 
collect as you go. It is not exactly 
Quake II, but then what exactly do 
you want from a game with William 
Shatner's name on it! 


Ybu know what they say about throwing stones in a glass bouse, well it’s true tor shooting as well 
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Dotted around the scenery 
you’ll find some nice little 
touches, like these posters 
advertising some of the game’s 
sleazier locations. Groovy! 


The highly versatile Build 3D engine allows for 
the creation of many different environments 


Duke Nukem 3D is not Windows 
compatible, and once installed it has to 
be run from DOS, but that's OK cos' I 
hate Windows anyway. I would also like 
to say that I really like the rather 
superbly designed box that it comes in. 

I wish all CDs were packed like this, 
rather than those flimsy plastic things 
everyone else uses. 

Duke Nukem 3D is one of those rare 
classic titles that every self-respecting 
computer gamer should have on their 
shelf, and at this bargain price you 
would have to be some kind of a fool to 
miss it. I 


clad females decorating the scenery. 

Whatever your personal opinions on 
that sort of thing, the fact remains that 
this is still one of the most playable 3D 
first-person combat games you can get, 
and on this bargain-priced disk you also 
get a shareware copy of the Build 
editor, so those of you with enough 
patience and skill can design your own 
levels, and if you play the internet 
multiplayer option you can chase your 
mates around in them. 


U uke Nukem is undoubtedly 
one of the greatest, most 
original games of all-time. With its 
oddball humour and superb Build 3D 
engine, many people are of the 
opinion that this is the best first- 
person shoot-'em-up of them all, even 
better than Quake. It is worth noting 
that it does carry an 18 certificate, 
and probably just as well. Duke Nukem 
is well known for graphic violence and 
gore, and more than a few scantily 


Duke Nukem is a hot favourite 
for multiplayer internet 
deathmatehes. The split screen 
mode is very effective 


destroy battlefield armour such as tanks 
and the like. It isn't a fast plane, but it 
can take and deal out a huge amount of 
damage, and is known variously as the 
warthog, the tank buster or the flying 
bath tub. In this simulator, you get to 
test the plane's combat capabilities over 
15,000 square miles of wild terrain on 
the island of Cuba, and make full use of 
over twenty weapons systems as you fly 
twelve full scale missions. 

The game has an eight player 
LAN/Internet option, and at this kind 
of price it is the best value flight sim 
you can buy. 


lack the sophisticated texture mapped 
landscapes of more recent games like 
Falcon 4 and iF-16 Viper, it flies as well 
as anything on the market. There is a 
fully virtual cockpit for all-round views 
and an excellent AI system controlling 
the movements of the enemy units, so no 
two missions will ever be the same. The 
A-10, for those of you without anoraks, 
is a heavily armoured single-seater 
ground attack aircraft, primarily used to 


U light simulators have come a 
long way in the past couple of 
years, with each new release seeking to 
top all the others for enhanced realism 
and excitement. The only thing that 
hasn't changed much for a while are the 
flight dynamics, because once you have 
got something right there's really no 
point in changing it. 

For this reason A-10 Cuba! is still an 
excellent flight sim - although it may 


The graphics may look a hit 
crude compared to JSF and the 
tike, but this flies superbly 
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understand enough to get a feel for what 
the CD-Rom was really like (thank god). 

It is fairly interesting, but like many 
other products with an informative base, 
it does begin to get slightly tedious after a 
while as the 14 cultures featured seem to 
take forever to explore. Interest started to 
die and my enthusiasm for World Mythology 
eventually got to the nil stage - which 
obviously wasn't too good. 

Using the program itself is a doddle, 
and so people of all ages will be able to 
pick it up with relative ease. Unfortunately 


have to be very smart to understand all 
the information at the age of eight! The 
diagrams showing the inside working parts 
of the object do help to simplify it though 
and youngsters will no doubt find this 
factor all the more interesting, and more 
fun to work with. 

Some objects are very strange things 
to find in a virtual house, which makes 
me wonder if the designers had trouble 


Although not brilliant, you’ll learn 
something new with this CD-Rom 


though, due to the poor quality of fonts, 
those with any kind of eye impairment will 
be stuffed. Even those with perfect sight 
will find this most annoying. 

Apart from those with a strong interest 
in the subject, World Mythology isn't worth 
reaching into your wallet for. 'Nuff said. ■ 


IJrilxl 


finding 101 objects to explain about in 
the home environment. They do seem to 
have improvised a lot, and have included 
objects such as a road drill, hologram and 
laser. Some of the objects are repeated 
from room to room, which also becomes a 
bit annoying. 

However, How Does It Work? is at least 
incredibly easy to use, making it very good 
for younger children. But sadly there are 
just seven rooms to visit, which really 
don't take very long to explore at all. 

Definitely more suited to revision and 
project work purposes for kids, rather 
than entertainment. ■ 


A package that's 
best left in the 
hands of youngsters 


HOW DOES IT 
WORK? 

Koch Media 
Price: £19.99 
Contact: 01462 4S6790 


his is very educational - and 
probably very good for project 
work - but as for entertainment, I'm not 
entirely sure. Topics explained include 
how a television receives images and how 
an electromagnetic-magnet is created, 
which could prove very useful for children 
(are you thinking what I'm thinking?). 

The recommended suitability ages for 
How Does it Work? are between 8-16 years, 
which fits in with project work, but for 
some objects such as nuclear power (an 
everyday object in the home?) you would 


WOOED MYTHOLOGY 

Koch Media 
Price: £19.99 
Contact: 01462 456780 

H eading all the blurb about Koch 
Media's World Mythology was very 
misleading. It looks like a very interesting 
multimedia title at first, but when you 
get down to actually exploring it, the real 
disappointment begins to set in. 

It's not all bad though; graphics for 
one are particularly good and the short 
video files concerning the different myths 
are interesting to look out, but the whole 
thing is let down by the text, which on 
the whole is pretty poor. 

Due to the rather confusing font used, 
most of the text wasn't very clear and 
may as well have been written in a foreign 
language (well, maybe not). After spending 
a while struggling, I finally managed to 















































































GLOBETROTTER 

Eagle Eye Interactive 
£19.99 

Contact: 0171 581 1371 



he Globetrotter CD-Rom features 
I information on each and every 
one of the countries of the world. Learning 
about all these countries is done via a 
world map - simply point and click and 
it won't be long until you're investigating 
parts of the globe virtually. 

Population, government, economy, 
transport, communications and geography 


are the topics covered, and no doubt this 
sort of information will prove very useful 
for children and could also be particularly 
helpful for students taking GCSE geography 
as the information included in the title 
is very in-depth. 

Some of the features of Globetrotter 
are very good, and the ability to print 
out copies of the world map etc. is very 
useful. Features such as showing the flags, 
main tourist sites and facts about different 
areas are all things that make it ideal for 
project work. 

Also included on the CD-Rom are a 
selection of games, so this will appeal to 


Finding out about different parts of the would couldn’t be easier with the Globetrotter CD-Rom 


DIANA THE SCREENSAVER 


21st Century 
£14.99 

Contact: 01235 851 852 



t had to happen didn't it? A 
I tribute CD-Rom was inevitable, 
and it's 21st Century who have made the 
tactical decision to release this screensaver 
described as 'an anthology in pictures 
and words.' 

Several different screensavers have 
been included here, and you are given 
the choice of various themes relating to 
parts of Diana's life, such as Charles and 
Diana, Diana Around the World and Diana's 



Charity Work. However, you're not just 
presented with pictures and text, to top 
the whole thing off 21st Century have 
decided to include nearly six hours of 
classical music, which can be selected 
from a list to add, remove or place in a 
particular order. 

As far as installation and ease of use 
goes, the CD-Rom is pretty good, but 
the content is very lame. I really can't 
see why anyone would want to view up 
to 211 photos of Diana, read brief texts 
and listen to Beethoven in the process 
- it's all rather sad. 

Possibly the worst thing about Diana 
the Screensaver is that just a mere pound 
of the £15 that gets raked in by 21st 
Century goes to her fund. 

If you're thinking of buying this, don't. 
Make yourself feel a lot better, go along 
to your local bank or post office and 
put straight into £15 to her fund 
instead. You know it's the right thing to 
do. ■ 


Another of the screensaver’s options is to 
change your wallpaper. It’s not surprising that 
Dave insisted that this be removed after testing 



those who want more than just a reference 
tool, although the games are obviously 
educational too, in their own right. These 
games are limited to four different types, 
and these don't change when you travel 
from country to country. They are also 
very simple, and anyone over the age of 
14 would be able to answer all of the 
questions and complete the basic puzzles 
very quickly. 

Aside from the games' simplicity, it 
is obvious from some of the text and the 
kind of facts included, that Globetrotter 
is primarily aimed at an audience of young 
children. I would recommend it strongly 
for anyone who has young kids who are 
interested in learning more about the 
different countries of the world or some 
general geography, but older users who 
are looking for an interesting multimedia 
CD-Rom to keep them entertained should 
look elsewhere. ■ 


VERDICT 


Those studying the 
subject will find this 
CD-Rom very useful 

7 





Small video clips can also be 
played. This one’s on Stonehenge 




Over 200 Diana photos can be found on this CD-Rom, but do users really want them? 
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United Kingdom 


Overview 

Once boasting colonies covering over a quarter of the world's surface, the United 
Kingdom is now a stable, respected and moderately prosperous multi-racial 
society with few overseas territories It remains one of the world's great trading 
powers and financial centres, and since the discovery of oil in the North Sea, it 
has become a major exporter of this commodity. 


















































STOCKING fillers 


StOGki ig IT ! s - - 


It’s that time at year again, when gifts frnm the family are put 
under the Christmas tree and everyune stuffs their face with 
mince pies. But while it’s the seasun to be Jelly, it can be a real 
pain deciding what tn buy that PC uwner in the family - at least, 
that was until now! 



his month we delve into Santa's 
I sack to help you find the answer 
that has plagued festive householders 
everywhere - what to buy for all those 
picky PC users out there. 

If you don't want to disappoint on 
December 25th, then follow Ultimate PC as 
we look at a range of goodies that would 
make ideal Christmas presents for any self- 
respecting PC owner. 



PRODUCT: Strategy Guides 

PRICE: 613.99-fi17.95 
CONTACT: Available from all good 
bookshops or direct from Computer 
Manuals on (0121) 706 6000. 



his Christmas looks set to be 
I a bumper year for games, 
and what a better way to compliment 
them than with a good guide to help 
the stress-ridden gamesplayer out? 

A whole range of PC games 
books have landed on bookshelves 
and each one aims to help the 
player out with hints, tips and 
cheats, with some offering complete 
walkthroughs for many of the best¬ 
selling adventure games. 

Among the best available are Dark 
Earth - The Official Strategy Guide 
(£15.99), which also includes an in- 
depth interview with the game's 
developers; Official Riven Hints and 
Solutions (£17.95); Bullfrog's Official 
Guide to Dungeon Keeper (£15.99); 
Hexen II - Unofficial Game Secrets 



PRICE: 669.99 

CONTACT: Creative Labs (01734) 344322 


n f there's one element that 
makes a great game a 
brilliant one, it's the sound. 
Although music and sound effects 
are good when you have a 16-bit 
soundcard, the difference between 
that and a 64-bit soundcard is quite 
substantial. All the little intricate 
sounds that can't be heard with a 
16-bit card suddenly blast out in 64 
glorious stereo voices - throwing 


(£13.99) and Dark Reign: The Future of 
War - Official Strategy Guide (17.95). 

Each book is well laid out, 
complete with clear illustrations, 
photographs and well-written text. 
They're jam-packed with help, and 
are an invaluable purchase for any 
games fan in the family. 



MYST 


you back with the words "wow" 
coming to your lips! 

The soundblaster cards are the 
most well known and catered for in 
the industry and the AWE64Value, 
aimed primarily at gamers, is currently 
the best soundcard on the market for 
home users. Offering realistic 
instrument reproduction and advanced 
software synthesiser sounds, it comes 
with 512 kb of RAM on-board, 
expandable to 24mb, for extra 
SoundFont sampled sounds. 

Put this little number under the 
Christmas tree and you will hear sweet 
music being played throughout the 
festive season and beyond! 













uiuuninu illicit 


I 




PRICE: 6109.99 internal; 6139.99 external 
CONTACT: PMC Cunsumer Electrnnics 
(0990) 561001 



I or anyone who wants to 
get on the Internet, they're 
going to need a modem and they 
don't come much better than this 
one from modem specialists. Pace. 

To manufacture the 56 modem. 
Pace went back to the drawing 
board to create this plug-and-play 
product from scratch. The end 
result offers not just the highest 
possible access speed to the 
Internet at 56,000 kbs, but it has 
also been designed to enhance 
33,600 kps access - meaning you 
get around the World-Wide Web 


much faster and you end up with 
smaller phone bills! 

The Pace 56 is packed with 
features galore; it offers UK 
dialler ID so you can see who is 
dialling before you answer; has a 
hands-free speaker phone; is flash 
upgradeable to any 56k standard 
and offers voice-mail, fax, 

Internet and email facilities. 
What's more, it also comes with a 
five year guarantee and unlimited 
telephone support. 

In order to access the Internet at 
56k speed you need an Internet 
Service Provider who offers this. 
Demon, the largest ISP in the UK, 
does offer this facility and their full 
software package comes bundled 
with the modem. Getting onto the 
Internet doesn't come any better, or 
easier, than this! 


: ScreenBeat 


scr 

peaker range 


PRICE: 612.99 679.99 
CONTACT: Logic 3 (0181) 9022211 


□ poor set of speakers can 

destroy the sound quality of 
any good game, so it's always 
advisable to invest in a good pair 
that is going to last you a while. 
Although the price does affect the 
power, there are some cheaper 
speakers that are actually better than 
some of the more expensive sets! 

The recently released Maxim range 
from Logic 3 all offer excellent sound 
quality, ranging in price and power. 

The cheapest set is only £12.99 and 
offers just 20 watts of power, while the 
most expensive speakers, priced at 
£79.99, pump out an extra loud 300 
watts of power. 

Each set of speakers come in a 
nicely designed case that will look 
good on any desktop. They offer 
acoustically advanced amplifiers and 
create floor-vibrating sound! And in 
addition, the more expensive sets, 
from 120 watts upwards, all offer 
realistically-sounding surround sound. 

While the cheapest set still sounds 
good, it's advisable to go for the most 
powerful pair you can afford. This way 
your software will offer more 
excitement and it'll make your PC 
sound just as good as any hi-fi! 



B T: Microsoft 
lose Trackball 

PRICE: ES9.99 

CONTACT: Microsoft (0345) 002000 



I ith more and more 
I accessories available for 
the PC, the average user's desk space 
is becoming increasingly reduced. 
Monitor, printer and speakers, not to 
mention all those 



other bits and pieces, all help to eat 
away at your valuable work top. 

One of the most space-hungry 
peripherals is the humble mouse, 
which needs a fair amount of free 
space in order to manoeuvre. 
Wouldn't it be great if this could be 
replaced with a much more efficient, 
space-saving device? Well now there 
is an alternative with the newly 
launched Microsoft Trackball! 

It may look like an overgrown 
mouse, it may even allow you to 




interact with your PC like a mouse, 
but that's where the similarities 
end. You see, unlike your average 
mouse this remains stationary at all 
times. Everything is controlled 
using finger movement and the 
large free-flowing trackball. What's 
more, this device also has a wheel 
like the more famous Intellimouse 
allowing you to scroll smoothly 
through screens, and the two more 
usual mouse buttons have been 
made larger and stuck on the side 
of this! 

Ergonomically designed, the 
Trackball is smoother to use than a 
mouse and is the perfect 
replacement to any mouse that 
has outgrown its stay. 



iLliililiJW 

Know anyone who likes the 
idea of watching television 
on their PC? If you do, then 
you'll be more than 
interested in this acclaimed 
device manufactured by 
Miro Computer Products 
(01895) 442003. 

Called the PCTV, this neat 
little gizmo is basically a PCI 
card with plug-and-play. 

Once it's plugged in and the 
driver's all set up, you 
simple connect an ordinary 
TV aerial and it's ready to go. 

The Micro PCTV 
automatically tunes into TV 
stations, and programmes are 
then shown in a re-sizable 
window on your Windows '95 
desktop. And as long as the 
reception for the programme 
your watching is good, the 
picture resolution ain't bad 
either, offering a full-screen 
maximum window size of 
768x576 pixels. 

And as if the idea of 
watching your favourite TV 
programmes on your 
desktop wasn't enough, you 
can also capture images at 
any time using the bundled 
software. What's more, you 
can plug in Super VHS 
video or a camcorder to 
play back or capture an 
image from these sources. 

Also bundled with the 
PCTV is a remote control 
and some brilliant teletext 
software, so you can even 
download teletext into 
your PC! 

With a low retail price of 
£93 or less, the PCTV is a 
great way to turn your PC 
into a television. Never again 
will you miss an episode of 
Eastenders because of work - 
with this you can do both at 
the same time! 
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GETTING 



For a family member who 
has a hectic schedule, a 
personal organiser could 
prove a godsend for them. 
Not only do they help keep 
all that important 
information in one place, 
but they also add 
organisation to a person's 
life so time is managed 
more effectively. 

Although an organiser 
in paper form is all very 
well, an electronic 
organiser is much more 
versatile. They take up 
much less room, can store 
much more information and 
many allow you to connect 
them up to your PC and 
download everything you 
have written for use in your 
desktop word processor. 

One such organiser is 
the Psion Siena from the 
world renowned Psion PLC 
(0171) 2625580,a 
company famous for their 
palmtop computers and 
organisers. The Siena, 
which retails at £169.95, 
comes with 512k RAM and 
is capable of storing 100 
A4 pages of text - all 
powered by just two A A 
batteries. Complete with a 
QWERTY keyboard, the 
Siena also comes with a 
range of bundled software 
to help you get organised. 
There's a database for 
storing names and 
addresses, an appointment 
diary, a clock and alarm, a 
world function covering 
time and dialling codes, a 
calculator, a spreadsheet, 
and if all that's not 
enough, a complete word 
processor that's Microsoft 
Word compatible. 

With the package also 
coming with communication 
software for transferring data 
between this and a PC, the 
Siena offers a total solution 
for working while on the 
move and getting organised! 


PRODUCT: Agfa ePhoto 
307 Digital Camera 

PRICE: 6260 

CONTACT: Agfa [0101) 2314120 


t's all very well taking 
photographs with an 
ordinary camera, but just think 
what could be done if you could 
download them into your PC? You 
could create your own personalised 
Christmas cards, calendars and 
even newsletters etc. 

The best way to go about this 
is to invest in a good digital 
camera, which allows you to take 
a picture in the normal way and, 
using a serial cable, download 
them into your PC. Digital cameras 
come in two categories - the 
brilliant, but hugely expensive, 
high-end cameras that offer the 
best resolution, or the cheaper, 
but still good quality, cameras 
aimed at the home/small business 
user. This Agfa offering falls into 
the latter category and has won 




numerous awards 
from the specialist press. 

Using four AA batteries and no 
film, the camera can store up to 36 
640x480 resolution pictures. Adobe 
PhotoDeluxe also comes bundled with 
the camera allowing you to cut and 
paste all or part of the photo to 
another screen, adjust brightness, 


perform loads of 

special effects or even turn the picture 
into your Windows '95 wallpaper. 

The Agfa ePhoto 307 is a budget 
camera that produces excellent 
results. A top Christmas present for 
any budding David Bailey! 



at resolutions up to 1024x768 and 
includes a full set of 3D effects such 
as fogging and anti-aliased textures, 
powered by a PowerVR PCX2 
processor - a renowned chip 
produced by NEC Electronics. 

Aimed directly at 
gamesplayers, the card turbo¬ 
charges PC games to run at 30fps, 
with some, such as Tomb Raider , 
running at a blistering 60fps. And 
all helped 


PR0D0CT: Matrox m3D 
upgrade card 

PRICE: £75 

CONTACT: Matrox (01753) 441100 


along using the built-in 4mb 
of SDRAM. 

Bundled with the card is two full 
price games - Ultimate Race and MDK: 
Laguna Beach - and over 20 game 
demos including the likes of Wipeout 
XL, Tomb Raider and G-Police. And if 
you already have a Matrox card, such 
as the Mystique or Millennium, this 
card will boost performance even 
further. To make games look and play 
at their best, the m3D card is a must- 
have purchase. 


atching the impressive 3D 
| graphics that can be 
achieved on the PlayStation and 
Nintendo 64 console is enough to make 
any PC owner green with jealousy. Now, 
however, anyone with a run- 
of-the-mill 2mb or greater 
VGA graphics card, a 
133mhz Pentium and a 
spare PCI slot on their 
motherboard can get super¬ 
fast 3D graphics on their PC 
thanks to a new upgrade 
just launched by graphics 
specialist, Matrox. 

The m3D upgrade card 
will accelerate 3D graphics 
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I Logic 


Anyone who has ever been 
in the situation where 
they have sat for hours 
typing out lengthy 
amounts of text, only to 
return sometime later and 
find it all corrupt will 
know how important it is 
to regularly make back¬ 
ups of your files. However, 
most back-up facilities 
cost at least one hundred 
pounds or more, so if you 
haven't got that kind of 
money to spend what can 
you do? Well, you could 
take a look at this clever 
device from Danmere 
(01606 74330). 

Called the Backer 32, 
it's basically a PC back-up 
system that uses a 
standard VHS video 
recorder to store all your 
important data and files. 
Available as an internal 
(£49.95) or external 
(£59.95) device, the 
former option comes as a 
standard PCI card along 
with cables to connect the 
card to your video and its 
own back-up software. The 
external version is 
basically the same, except 
that it connects to your 
PC via the parallel port. 

Once you've got the 
software installed you 
insert an ordinary cheap 
blank video cassette into 
your video recorder, select 
what files you want 
backing up, press record 
on your video and off it 
goes. Using a four hour 
tape, you can back-up an 
amazing four gigabytes of 
data at a rate of nine meg 
per minute. Not bad for a 
£50 card! 

And to get restore 
data from the video tape, 
it's just as easy. Backer 32 
is a remarkably reliable 
and efficient product - 
the perfect gift for anyone 
who does a lot of work on 
their PC. 


There's a CD-ROM Lens Cleaner 
that features a CD with a tiny 
brush attached which removes dust 
directly from the laser itself; 
cleaning swabs and wipes with 
cleaning solution for getting rid of 
all that built up dirt on your case 
and monitor; a mini vacuum with 
various heads that cleans all the 
deep down dust in your keyboard; 
and finally there's a disc drive 
head cleaner and solution, which, 
incidentally, not only cleans the 
heads, but also reduces the risk of 
data loss. 

No matter who owns a PC in 
your family, this kit will come in 
handy for all and is a perfect buy 
for any tight-fisted people who 
don't like to spend too much. If 
you've a son or daughter, mum or 
dad, granny or grandad who's got a 
PC and you're stuck for a present, 
then this is a cheap, but highly 
useful kit. 


BACK-UP 

VALUABLE 

FILES 


PRICE: 614.99 


PRODUCT: Sports Mice 

PRICE: 619.99 each 
CONTACT: Logic 3 (0191) 9022211 


t's all very well keeping 
with your 'old' mouse, but 
if you want to look trendy 
and follow fashion then a new range 


of mouse has been launched to give 
your desktop that designer look. 

Called the Sports Mouse, this 
little rodent comes in two forms - 
one is for football fans and the 
other golf. Shaped to look like a 
real football/golf ball, they not only 
give your PC a distinct personality, 
but stylise the user as well! 


Although they are essentially 
novelty items, they are built to a 
great specification and are certainly 
more than functional. A dpi of 400 
means they are ultra smooth and 
have been ergonomically designed 
to feel great in your hand. 

The buttons for both mice are 
actually hidden underneath the latex 
cover. Though this isn't really a 
downside, as the buttons are easy to 
locate and just as easy to use. 

If you have a family member who 
is a football or golf nut, and who 
also owns a PC, they're going to love 
one of these! 


CONTACT: Logic 3 (0181) 9022211 


Deluxe PC Multimedia Computer 

Cleaning Kit 

Model No. CC0O2 

This deluxe Cleaning Kit is designed exclusively for Computers. 
Used correctly, it will help to keep your computer clean, without 
the risk of damaging sensitive components. 


C's are prone to 
1 collecting dust, dirt 
and all sorts of nasty foreign 
bodies that fall around and 
inside a machine. And if you 
want to keep your PC in good 
working order then you need to 
make sure everything is kept 
fairly clean and dust free.This 
stocking filler from Logic 3 is the 
perfect choice for any PC user who 
wants to keep their expensive 
investment in tip-top shape. 
Coming in a smart looking case 
that keeps all the bundled goodies 
in one place, this cleaning kit 
comes with six different tools to 
clean that beloved machine. 
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Gamina 


This month’s Wired Gaming takes a look at Jedi Knight as well as the Internet Gaming Zone - and 
course, there’s our growing list of games that can be played over the Net. Modems to the ready... 


of 



|(Enter)> EF_Rachel 
l(Enter)> ultimatepc 
[EF Rachel> Hi DOH. 


|B X Wing vs. TIE Fightei Rebel Base MiciosoH Interne! Explon 


Players: 13 

LATENC < / NAME 

.IM ultimatepc 

amontelO 

bobaPoP 

0JM_Santo 

DOH.IceMd 
tF.Rachel 

Khabatakh. 

KinqKed 

LSF_Grunt 

NSpirit 
< RockitRus 

il SCTrojan 


O GAME 3 

i/4 NO Remor 


GAME 2 

My Game 


GAME 1 


In Progress 


GAME 6 


GAME 5 


GAME 4 


Gamers get ready to battle it out on X-Wing Vs Tie Fighter, one of many online games 



GAME 1 

My Game 


O GAME 6 


GAME 4 


In Progress 


temoana GHOST) 

The_Enf'l^cer 

Palam3r 

beatson 


WHIPmMi THl BATTlC BCBm "OVtMBCtt 7 


O GAME 2 

2/2 i/Vooz 

: Wwfii 

GAME 5 


Players: 87 

LATENCY / NAME 

llll ultimatepc 
_Lieex_NJR 
Scavenger, 
achkrach 
ALANDAR 
I AngeS7 
t Babafet 
i beatson 
bfi 88 
bhummel 
Bibbly 
! Bismarn 

■IS Cannon_Fo 

carlchan 

chare 

v chris fyle 
H chrisyboy 
CobaUGO 
ColKlinkl 


(E«it)> Hydra333 
(Enter)> Syawla 
(Exit)> Xombie 



THE INTERNET 
GAMING ZONE 


D ather than explaining in each review, 
the ins and outs of Microsoft's Internet 
Gaming Zone, we thought it best to explain it just 
once, so keep this to hand for future reference: 

Microsoft's Internet Gaming Zone has been set 
up to allow players to meet up and easily set up 
multiplayer games together. They can chat before 
playing, find out about each other and then, 
when the time arrives, either host or join a game. 

The Zone can be found at www.zone.com and 
requires version 3.0 or upwards of the Web 
browser, Internet Explorer. Try and use anything 


different such as Netscape Navigator and the site 
will deny you entry. 

After sorting out any browser problems the 
first main step is to set up a Zone account. This 
is free and takes a few minutes to input your 
details and send them off. You should then 
receive an email with confirmation of your 
account and password. You are also then given a 
number and Web address for you to confirm that 
your account has been set up properly (yes there's 
a lot of faffing around involved). 

Eventually, after this is complete, you can 
enter the Zone, selecting the game you want 
to play. Note though that not all online 
games are supported, but a list can be found 
at the site. For example, if you want to play 
Jedi Knight , simply choose 'Action' from the 





ipo Puskala 


From a new development company. 
Byte Enchanters, comes Legal 
Crime, an Internet strategy game 
set around the theme of organised 
crime in the 1920s. Visually the 
game looks to be simular to that of 
Syndicate, although the gameplay 
seems to be somewhat different - 
but don't worry, if it's violence you 
want, there's no lack of it here. The 
aim of the game is to become the 
most weathly man in town, and if 
that means doing bank jobs, 
holding up poor defenceless old 
women (well, maybe not), then 


that's what has tobe done. The 
response from Beta testers has 
been a positive one, but make 
sure you're here next month when 
we'll be really seeing whether 
Legal Crime is the pick of the 
bunch or not. 
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OGEANLINI 



VieiceM.je 


AS the Exclusive . CUssic anO Kid's With one new game every month, c .'ntrnuou; 'updates and 
gainet we re o&nng you have been competmons. Oceanlme tell keep you playing for a long time 
designed exclusively for Internet play 



We've heard of the online 
entertainment channel 
Entertainment Online (or E-On), but 
how about Oceanline? Oh yes, it's 
Ocean's online games channel which 
is set out to wipe the floor with 
competitors. The channel is 
boasting many dedicated online 
games such as Deep Trouble, an 
underwater multiplayer game. There 
are also car combat games and 
strategy titles available and you 
can find out more information and 
download the software from 
www.oceanline.com. 


mm 
\ * 


H 


f ^ 
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The Games Channel 



Microsoft’s Internet Gaming Zone 
has been erected to give gamers 
an easy way of setting op games 
with other players. It’s a great 
service that works very well 


menu and you will find it listed. Then various 
game arenas are shown. Click on one of these 
and you should then find that lots of 
different game boxes should appear for games 
either in progress or preparing to start. Here 
you then need to decide whether you want to 
host a game for other people to join or join 
one for yourself. To join simply click on a 
game box that isn't in progress and a list of 
people waiting to play will pop up, (as well 
as details on the power of their connection 
which is very handy). Click on join and you 
will enter a chat area where you can talk with 
the other users and prepare for the game. 

Then it's just a case of waiting for the host to 
launch the game and you're away. 

Games that support the Zone should have full 
instructions within their manuals, although full 
details can be found at the site. ■ 


Website: www.zone.com 



ULTIM@TI 
RACE PRO 

As you can probably tell 
from the name of the game, 
Uttim@te Race Pro has 
been designed with the 
Internet in mind and this 
fast paced racing title 
published by Microprose is 
set to speed out onto the 
shelves soon. 

Supporting up to 16 
players online, the game 
takes full advantage of 
Kalisto's real time 3D 
technology, and after the 
success of the Power VR 
demo version. Microprose 
have decided to release 
the game to an even 
wider audience. 


© 0 fS © 3 m , 

Back Forward Stop Refresh Home Search Favorites Print Font Mail 


Address [http://www. zone, com/asp/default. asp 


*1] 


Links 



free membership 


biggest 


community of online gamers 


The new version of the Zone is 
here! WeVe made it easier to 
PI a y ^ 0 w bring even more 9 ames t0 the 

Zone, and included some 
changes that will make your 
gaming experience more fun. 
The new version will require 
you to download a small set of 
New Player Core components, and then, 

Signup it's back to the game lobbies! 


More 

Information 


Need help? Check out our Frequently Asked Questions . 



I pp 

The front page at the Internet Gaming Zone. If you aren’t a member then you’ll need to sign up, otherwise leap on in to enjoy multiplayer gaming 
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i-PIIB 

Not all online games have 
to come in the form of 
CD-Roms you know. Some 
companies are making 
use of the World Wide 
Web with games played in 
browsers. One such 
company is E-Pub with 
their site located at 
www.uproar.com. As long 
as you have a Java 
equipped browser, you 
can get involved with a 
huge variety of trivia 
games to win cash prizes. 
More than £25,000 has 
been sent out already to 
lucky surfers, and the 
company isn't prepared to 
stop at this figure. With 
Christmas not far away, 
special festive games are 
up and running, so ensure 
you pay the site a visit at 
some point in December 
and see whether you can 
strike it lucky. 


JEDI KNIGHT 


ue to the fact that it was just 
released, the review of Jedi Knight: 
Dark Forces II last month failed to mention 
the game's multiplayer options which 
LucasArts have rightly implemented into their 
brilliant new Star Wars title. 

Although there are quite a few ways of 
playing the game multiplayer (modem to 
modem, serial etc), the best option by far is to 
play over the Internet, and this requires the 
user to connect to the Internet Gaming Zone 
(explained in box out earlier) and of course 
have a boxed copy of Jedi Knight (doh!). 

Once the host has launched a game, it's 
time to decide on your character, which 
should really be done in single player mode 
prior to a multiplayer game as it saves a lot 
of time. 

Although very enjoyable, Jedi Knight 
only supports up to four players at once. 
Obviously it is thought that the speed of 
games would drop a lot with the addition of 
further players. However, games such as 
Quake have proven that it is possible to 
host matches with far more gamers without 
latency problems, so why should Jedi Knight 
be any different? 





With the game boasting such large 
multiplayer gaming arenas, it gets rather 
boring after a while when you're searching for 
just three other gamers to take out. 

As default, the display settings are 
reduced to cater for machines with lower 
specs, although with my Pentium 200 and 
33.6 modem (28.8 minimum requirement) I 
found that turning to high resolution graphics 
didn't hinder the gameplay too much. 

Playing is undoubtedly great fun, with a 
vast array of weapons to pick up, including 
the trusty light sabre which is great for when 
a player doesn't spot you - just creep up 
behind them and 'hmmmmmm', game over 
punk! If you're getting fed up with Quake and 
prefer to battle it out against three other 
contenders rather than 20 then Jedi Knight is 
brilliant. And for Star Wars fans, it's essential. 
Others though I feel will prefer to stick with 
Quake. Still, at least the option has been 
implemented, adding even more value for 
money to an already brilliant sequel. ■ 

Company: LucasArts 
Genre: First Person Shoot-’em-up 
Website: www.lucasarts.com 
Platform: Win 95 
Price: E39.99 
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"If it wasn't 
four..." 

80 
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FIGHTER ACE 

Microsoft's are the latest 
company to introduce pay- 
for-play online gaming with a 
new WW2 combat title. 
Fighter Ace for its Internet 
Gaming Zone. 

Priced at $1.95 per day 
or $19.95 a month, the game 
will allow more than 100 
people to battle it out at once. 
Although the company says 
that they will not be charging 
for existing games on the 
Network, when Fighter Ace is 
launched soon, it's bound to 
spark up many debates about 
the pay-for-play system. Just 
last June, America Online 
brought back premium 
gaming which resulted in 
much anger from Net games 
players who argued that 
charging them for content 
which they got for free in the 
first place was outrageous. 
Still, people will be able to 
make the decision before 
hand when it comes to 
Fighter Ace. No pay, no play! 

The Internet Gaming 
Zone works for those who are 
using Windows 95 and 
who have an Internet 
connection of at least 28.8. 
People must also have 
Internet Explorer 3.0 or 
higher installed on their 
machines - Netscape 
Navigator will fail to work. 


HEXEN 2 


O exen is one of those games that I was 
never too keen on. Personally I prefer 
first-person titles that allow you to pick up big 
shooters, giving you the chance to pick off 
opponents from a distance. None of this close 
combat Conan style stuff. (I bet Activision are 
getting pretty angry now). 

Before trying out Hexen II over the Internet, I 
tried out the single player option and to be quite 
honest with you, didn't really like it much 
(although though the execution of poor helpless 
sheep was very amusing indeed!). 

However, I gave it the benefit of the doubt, 
kick started my modem, grabbed a few IP 
addresses from the Activision Website and got the 
game running online - after several attempts I 
should add. 

Even though I was victim to some pretty bad 
lag, I enjoyed Hexen 2 online immensely. Yes, it 
was amazingly good fun, my fingers entering 
spazm after just a few rounds of taking people 
out (of course), over and over again. 

You can choose one of four 
characters, each with their own good 
and bad points. Throughout the 
death match games you then get 


the chance to upgrade your lamer weapons for 
more advanced and deadly tools of destruction - 
of course with the intention of wiping the floor 
with the opponents against you. It's bloodthirsty 
no holds barred action. 

As an offline game I personally wouldn't touch 
this, but online it's almost as good fun as Quake. 
In comparison to Jedi Knight, due to the fact that 
you can have more than four people playing at 
once, it has to receive the higher score. Buy it, 
you will no doubt love it. ■ 

Company: Activision 
Genre: First Person Slash’em-up 
Web Site: www.activision.com 
Platform: Win 95 
Price: E39.99 


HED2 


"Much more fun 
against human 
opponents" 



VERDICT 


A 


Set in a massive, themed 
3D arenas and packed with 
hidden areas and secret 
vantage points, when 
released Hedz is set to be 
a boast some great 
multiplayer options. 

Hasbro Interactive are 
behind the game where 
players are out to compete 
for the ultimate combat 
accessory. These come in 
the form of heads, 
enabling the wearer to 
assume the characteristics 
of its previous owner. 

Over 225 of these can 
be found within the game 
and each features unique 
methods of attack and 
defence which can be 
combined to devastating 
effect. Players select five 
of their preferred heads 
to take into battle, then 
attack their opponents, 
switching between heads 
at will to gain a tactical 
advantage. Once a head's 
energy has been reduced 
to zero, it pops off its 
owner to be picked up 
and dunked into safety 
by any one of the 
other contestants. 

Hedz is set to arrive 
early next year, so you 
shouldn't be waiting too 
long for a review. 


Title 

Company 

Genre 

Web Site 

Platform 

Price 

Rating 

Air Warrior 

Interactive Magic 

Flight Sim 

www.imagicgames.co.uk 

Win 95 

£30 

N/A 

7th Legion 

Microprose 

Strategy 

www.microprose.com 

Win 95 

£39.99 

N/A 

Diablo 

Blizzard 

RPG 

www.blizzard.com 

Win 95 

£44.99 

N/A 

Dark Reign 

Activision 

Strategy 

www.activision.com 

Win 95 

£39.99 

N/A 

Duke Nukem 3D 

id 

First Person Shoot-'em-up 

www.idsoftware.co.uk 

Win 95 

£30 

N/A 

Flying Corps 

Empire 

Flight Sim 

www.empire.co.uk 

Win 95 

£34.99 

N/A 

Hexen II 

Activision 

First Person Shoot-'em-up 

www.activision.com 

Win 95 

£39.99 

7/10 

Incubation 

Blue Byte 

Turn-based Strategy 

www.bluebyte.com 

Win 95 

£39.99 


Interstate '76 

Activision 

Car Shoot-'em-up 

www.activision.com/i76 

Win 95 

£30 

8/10 

Meridian 59 

3D0 

RPG 

www.meridian.3do.com 

Win 95 

£20 

8/10 

Jedi Knight 

LucasArts 

First Person Shoot-'em-up 

www.lucasarts.com 

Win 95 

£39.99 

8/10 

Pod 

Ubi Soft 

Racing 

www.ubisoft.com 

Win 95 

£44.99 

N/A 

NetStorm 

Activision 

Strategy 

www.activision.com 

Win 95 

£39.99 

N/A 

Pro Pinball Timeshock 

Empire 

Arcade Sim 

www.empire.co.uk 

Win 95/Win 3.1/Dos 

£29.99 

N/A 

Planetary Raiders 

Interactive Magic Online 

Space Combat Trading 

www.imagicgames.co.uk 

Win 95 

By Subscription 

N/A 

Quake 

id 

First Person Shoot-'em-up 

www.idsoftware.co.uk 

Win 95 

£30 

9/10 

Red Alert 

Virgin/Westwood 

Strategy 

www.westwood.com 

Win 95 

£30 

N/A 

Shadow Warrior 

Eidos 

First Person Shoot-'em-up 

www.shadowwarrior.com 

Win 95 

£39.99 

N/A 

Stratagem 

E-On 

Strategy 

www.e-on.co.uk 

Win 95 

By Subscription 

4/10 

Speedboat Attack 

Telstar 

Racing/Shooter 

www.telstar.co.uk 

PC 

£39.99 

N/A 

Take No Prisoners 

Raven Soft 

Overhead Shooter 

www.ravensoft.com 

Win 95 

£39.99 

N/A 

Twilight Lands 

E-On 

RPG 

www.e-on.co.uk 

Win 95 

By Subscription 

6/10 

Ultima Online 

Origin 

Strategy 

www.ultimaonline.com 

Win 95 

£39.99 

N/A 

Worms 2 

Team 17 

Strategy 

www.worms2.com 

Win 95 

£39.99 

N/A 


* Games indicated in red added this month 
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Delving even deeper intn Cyberspace this mnnth, as well as three cnmpany sites 
we also evaluate snme general PC gaining pages... 
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VERDICT 

Puppies don't 
get much better 
than this 

89 


n f you're a PC gamer with a 

handy connection to the Web 
then chances are you've checked out 
this bunch of lovely looking puppies 
before. As well as a bright yellow 
background with paws all over it, the 
front page also features several young 
dogs (yes, puppies!) and each one 
represents a different section of the 
site. For PC gamers, PC Pete is your 




This load of puppies offer everything from the latest PC game reviews to downloads and cheats 


host (sad isn't it?) and visitors can 
spend their time at the site panting 
around, doing a number of things: 
downloading the very latest game 
demos and reading about new titles (or 
older games, which not surprisingly get 
dumped in the Boneyard). 

Happy Puppy is pretty well known as 
a general games site, but more so as a 
resource for computer game cheats. So, 
if Ultimate PC can't help you crack the 
latest games, chances are the pups here 
will be able to give you a helping hand 
(or is that paw?). 

This may look like a site aimed at 
those at Kindergarten, but when there's 
updated information on games, plenty 
of demo downloads, cheats and more, 


what's the point in complaining about 
how something looks? At least it has 
been organised reasonably, which is 
more than can be said for some of these 
gaming home pages. Bookmark it. ■ 


i i m-j \ ■' j sm 
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Meet the Happy Puppy gang. All out to satisfy 
any of your PC gaming needs. Isn’t it sweet? 



Use the frame on the left to 
choose one of the divisions 
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http://www.ea.com 



he Electronic Arts Website has 
I been online for some time and 
also homes areas for EA Sports, Bullfrog, 
Origin, Affiliates and Jane's - so there's 
plenty more here than your average 
company site. 

It's best to make sure that you have 
all of the latest browser plug-ins installed, 
such as Shockwave, as the EA site makes 
use of these quite heavily. If you haven't 


then you could find that errors will keep 
on popping up, leaving you waiting ages 
for the software to download in order to 
get it all working properly. 

Inside you will mostly come across 
demo downloads, details on the latest 
titles and screenshots. For online 
gamers there's a multiplayer match-up 
section, online store for purchasing EA 
goods and technical support section. If, 
rather than browsing around, you'd 
prefer to jump to specific information, 
then you'll be glad to hear that a 
search facility has been implemented. 


VERDICT 

Enough 
with the 
flashy effects 

81 
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The latest titles from EA, EA Sports, Bullfrog, Origio aod more are covered at www.ea.com 



It's not the most exciting of 
gaming sites around, and I was quite 
disappointed that no main news 
section has been included for users to 
get updated about all of the latest 
products, but it's certainly big enough 
to spend an hour or so looking around 
without becoming too bored. 

Downloading wise, it's not the 
fastest site on earth, but with so many 
graphics to show off, it's hardly 
surprising is it really? 

Definitely worth visiting ■ 
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The CART trial version is iwo-person multiplayer. and is 
enabled for races against otlicrs on the Internet Gaming Zone. 
The download is a 13.6 MB file and includes all garage 
( settings and install replay, as well as four cars from which to 
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http://www.pcgame.com 

inding online PC games 
magazines isn't too much of a 
problem, so my visit to Yahoo! to find 
such a site was a brief one. From the 
directory I plucked out PC Game.com 
which (unless there's something 
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Quake 0 is hm! Set iv ftrimf 



Use the ‘PC Game Finder’ to locate titles 


terribly bad about it that I haven't 
noticed) is one of the better sites of 
its kind around. 

The first thing that struck me about 
this site was the news section, which as 
well as being packed is also updated 
daily - always a bonus. 

Every now and again a big game 
will be reviewed and when I visited, 
Jedi Knight was being put through its 
paces. To find other games either 
reviewed or previewed, you're invited 
to use the 'PC Game Finder.' This gives 
visitors the chance to search for games 
by either title, category, letter, 
company or theme packs. If your 
inquiry does bring up some results then 
you will be presented with literature on 


the title, plus a selection of facts and 
visuals. Of course, a site of this nature 
wouldn't be complete without some 
downloadables and there are plentiful 
amounts here. 

Also, if you are finding hard to 
crack some games and would prefer not 
to visit the actual company's Website 
to try and find tips then PC Game.com's 
cheat area may be of use. Plenty of 
game codes and tips are on offer, for 
the very latest titles. 

PC Game.com is certainly worth a 
look, just like your favourite off-the- 
shelf PC games mag - right readers! ■ 


As well as the main site, PC Game.com also includes sub pages such as this Blood one 


http://www.psygnosis.com 

IH 

I urrently there are four main 
games under the spotlight at 
the Psygnosis' Website: Formula 1 , G 
Police , Colony Wars and Overboard. In 
addition to game information, demos 
and screen shots, the site also provides 
a rather good news area which covers 
everything from new demos added to 
the pages, to patches for multiplayer 


If you’re out in search of the latest PC games reviews, previews, demos and more then PC 
Game.com is a brilliant resource. Updated frequently and well designed. How’s about that then! 


gaming. There's also a technical support 
section for game hints and for any 
general inquiries. By the time you're 
reading this the company should also 
have sorted out the online store, which 
when I visited was under construction. 
Taking an educated guess, I reckon 
you'll be able to purchase Psygnosis 
products here. What do you think? 

Possibly one of the most interesting 
areas of the site is the 'Company 
Section,' which gives visitors the 
lowdown on how Psygnosis came to be. 
If you don't know much about them. 


Plenty of sections for Psygnosis game fans 


you'll be able to educate yourself well 
with the lengthy text file. 

Fortunately the guys and gals in 
the online section of Psygnosis have 
been sensible enough not to include 
too many special flashy effects, which 
can be both slow and annoying for 
users at the other end of the site. 
Instead there are just a couple of 
animated GIFs which both look quite 
nice and won't prompt your computer 
to enter spasm. ■ 
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Location http: /Vwww.pcgame. com/super/blood/ 
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Blood 

Main 

Desc ription 

Demgs 

Patches 


PCG-A/*£££fi\ 

BlooD SuperSite 


Welcome to the PCGAME COM Blood 
SuperSite! Use the links on the left to learn 
mote about Blood Use this SupeiSite as your 
starting-point to all the Blood information on 
the web 1 


//f V This SuperSite is under-construction stay 

tuned for a lot more! If you want to be 
informed of additions and events, sign-in 
below 


VERDICT 

Quick and to 
the point 

00 
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VERDICT 

Just like a PC 
games site 
should be 
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Get out of 
CyberSpace 



http://www.gamepower.com/ 


O ne thing stood out about 

GamePower like a sore thumb 
- the download times. These were pretty 
bad and largely the fault of the author, 
who has not only decided to include too 
many images on his pages, but has also 
made things even worse with the 
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Out io search of a PC gamiog page? It’s probably best to avoid this ooe. The dowoload times are bad 


Virgio Interactive’s Website iocludes details oo their oew games such as Ignition and Resident Evil 


the latest games can be found, but 
these are extremely brief: just 50 
words or so long. Rather than just 
putting the reviews on a page of 
their own, with maybe a screen shot 
or two beside them, whoever is 
behind this has gone about 
surrounding them by large graphics, 
obviously attempting to make things 
a whole lot more attractive. 
Unfortunately the graphics are of the 
amateur variety and just make things 
look cheap - which is essentially 
what this site is. There seems to be 
a lot at here, but really it's not as 
strong in content as you'd initially 
expect. Sites can sometimes be 
deceiving and this GamePower is 
certainly an example of this. ■ 


A ction 

Adventure 

Classics 

Console 

RPGs 

Sims 

Sports 

Strategy 


Search J 

I - OnlyinRpg 

Pov/er Search 


Al-Qadim: The Genie's Curse 

Betrayal In Antara 

Birthright: The Gorgon's Alliance 

Blood Omen: Legacy Of Kain 

Blood Omen: Legacy Of Kain (for the PQ 

Diablo 

Fallout 

Master Of Magic 
Sentient 

The Elder Scrolls: Arena 
The Elder Scrolls: Daggerfall 
Ultima Online 


I let Pages 

ghtatefc Hints 


addition of animated GIFs that really 
make matters quite bad. 

Even if you are of the patient sort 
and are prepared to hack the 
sluggish transfer times, I'm sure you 
won't be too impressed with what is 
offered content wise. Yes, reviews of 
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http://www.vie.co.uk/ 



rom the front page at Virgin 
Interactive's home on the 
Web, it is apparent that the company 
are focusing on promoting six new 
titles: Blade Runner ,, Resident Evil , 
Screamer Rally , Ignition , Broken Sword 



A well designed site that is unfortunately let 
down by not too much content 


2 and Lands of Lore 2. The six 
different links will take you to 
separate pages providing a page of 
literature on each of these games. 
Screenshots have also been included, 
but are very small and can't be clicked 
on to bring up a larger version, which 
was a bit of a disappointment. 

If you ignore these six main game 
links and investigate some of the other 
areas then you will find data on other 
Virgin games, a technical support 
section and an online store which often 
features special offers. 

Presentation wise the Virgin site is 
top notch and you won't find any 
problems when it comes to the 
download times, but in terms of content 
it's rather slim - obviously suffering 



from info malnutrition. I visited the 
What's New section and apparently there 
is meant to be some kind of big re¬ 
design going on. To be quite honest 
though, it isn't needed. Just plump it 
up a bit with some information and 
would be perfect. Users wishing to find 
out about Virgin Interactive in other 
parts of the world can make use of 
another site, which not surprisingly can 
be found at www.vie.com. It's obvious 
that a lot more work has gone into it. 
The design is superior, and as for the 
content. Well, there's a lot more than 
the UK page has to offer surfers. 

Depending on the new EA/Virgin buy 
out deal, there may not be a Virgin 
Interactive site at all soon. Watch this 
space for more information ■ 


The front page - very easy to 
navigate aronnd and visually good 
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Similar to a 
supermodel 
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I would like to start a sobscriptioo to Ultimate PC 

for a friend for Christmas! 

I understand prices ioclode all postage aod packagiog! 

To send 12 issues for the price Of 9 to a friend for £31.50 (£69.99 elsewhere in Europe) 


Fill in your address so we can let them know how nice you've been to them 


Fill in your friend's address for us to send their gift subscription to 


I enclose a cheque payable to RAPIDE PUBLISHING for 
Please charge my | | VISA Q ACCESS 


ULTIMATE 

PC 


Card No 


Signature 


Expiry Date_ 
Date 


Please start my friend's gift subscription with issue number 


Subs Dept, Ultimate PC Magazine, Rapide Publishing, 1 Roman Court, 48 New North Rd, Exeter, EX4 4EP. 
Alternatively, call our credit card hotline to place your order on 01392 495155 


Mr/Mrs/Ms Initials 

Surname_ 

Address _ 


Mr/Mrs/Ms Initials 

Surname_ 

Address _ 


Postcode 
Tel. No 


Postcode 
Tel. No 


Please ensure you fill in both address boxes 
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ias cracker! 


GET 12 ISSUES EOS THE PRICE Of NINE! 


Subscribe to Ultimate PC with our special order form 
and your subscription saves you £10.50 on 
the cover price and gives you free delivery each month 


12 issues would normally cost E42.00 
Subscribe now and pair only E31.50 

A MASSIVE Saving! 


ULTIMATE OVER £5000 WORTH OF PRIZES: 


164 pages of die-hard PC gammon 


names Reviewed 
and Rated! 


Mil 


PUS: 

Armoured Fist 2 
Pax Imperia 


164 pages of news, previews and reviews for die-hard 
PC gamers, plus a fully playable demo CD! 


I Nuclear Strike Grand 1 belt Auto Men In Black Close 
Combat 2 Jaint Strike Fighter kick Off 98 Seven kingdoms 
lurok Jet lighter lull Burn Napoleon in Russia Dreams 


DEATHTRAP DUNGEON 


EARTH 2140 JAMB RAIDER I' 

MEN IN BLACK 


ULTIMATE 

PC 



Subscribe NOW for only £31.50 



YES! I would like to subscribe 
to Ultimate PC magazine and 
receive the next 12 issues 

£31.50 

including delivery anywhere in the UK or 

£69.99 

elsewhere in Europe. 

Method of Payment 

[H Cheque - made payable to Rapide Publishing 
I ! Visa 1 i Access/Mastercard 
Card No 

Expiry date 

Signature 

Date 


Your Oetails 

Name 


Address 


Postcode 


Telephone 

Signed 

Date 


Please start my subscription with issue no:_ 

Please send your completed form and payment 
to the following address. 

Subs Department, Ultimate PC Magazine, 
Rapide Publishing, 1 Roman Court, 

48 New North Road, 

Exeter, EX4 4EP. U.K. 
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Ultimate 


re’s been a torrent of letters again this month, with readers writing in to pass 
comments on the magazine. Here’s what a small selection had to say... 


on their 


Quaking our boots 

II have purchased the first two Ultimate PC 
magazines and I was very pleased with what I found. 
They are well set out and are full to the rafters with 
useful information on all concepts of PC gaming, and 
they weren't just a pile of advertisements stapled 
together like most PC magazines of today. They 
showed a wide understanding of many different kinds 
of games. But the best thing of all was the preview 
of Quake II. I am a complete Quake fanatic and 
spend hours and hours every night running around 
killing all my friends on-line. I have my own clan, 
the Redemptionists, who are an amazing 'frag' 
garbing, head-smashing group of lads. 

As I carried on through issue one I fell upon the 
Never Say Die item which went through the history of 
first person games. In this I noticed that at regular 
intervals there would be a Staying Alive column 
giving advice on how best to play games like Quake 



or Doom. Now I'm not saying that these were 
completely wrong or anything, as most of them were 
true. However after reading tip nine I shook my head 
in disagreement. It reads, 'Don't lurk - you look like a 
pervert, it's boring and not at all clever.' Lurking has 
many names; some call it camping, I prefer to call it 
sniping and it's a great idea if you do it properly. It is 
an almost essential tactic in most games. If you are 
playing Capture The Flag it is practically essential to 
have one or two guys on your side waiting outside 
your base with a rocket launcher at their side, firstly 


to prevent your flag from being taken and secondly 
to protect the flag carrier when he returns to base. 

Sniping can also be used in deathmatches when 
done correctly - first you need a weapon. A shotgun 
is no good when you're only going to have one shot, 
two if you are lucky; what you want is a rocket to 
knock 'em dead in seconds, plus it has a big blast 
radius so you don't have to be like John Wayne to 
hit your target. The next thing is position; you want 
to have a good view of a main route or near to 
where a weapon spawns. Try to be as hard to see as 
possible and above eye level, i.e. on a ledge or 
above a door, or if you have one, just hang from the 
ceiling with your grappling hook. Now you are all 
set, there's just one more thing; after a while people 
will tag onto your little scheme so you will have to 
move - the best place to go is into the opposite 
corner or on the opposite ledge. So now when they 
come in guns-a-blazing at your old spot you can 'gib' 
them from behind and they wont even see you, easy. 

Other than that I really enjoyed Ultimate PC 
and will carry on reading it, thanks. Oh, and if 
there is any budding Redemptionists out there 
visit our web page at: http://www.geocities. 
com/pentagon/7129 
Gaz Hebbron (Mad Gaz, High Priest of 
Redemption) E-mail. 

Thanks for your letter Gaz (or should that be Your 
Eminence) and your points have been taken on board. 
Unfortunately, despite your very persuasive argument 
to the contrary, we still reckon that lurking, or sniping 
as you prefer to call it, is against the nature of the 
game. More to the point, it's bloody irritating! 

Be a devil, buy a game 

H've just bought and read issue 2. When your 
first issue came out, I bought it (after all it was 
cheap compared to other mags), read it and 
thought, 'hmm, interesting, wait and see.' 

I am a serious computer mag reader. I recently 
realised I spend more on mags than I do on games. To 
be honest I wasn't going to buy UPC2, until I saw it. 


STAR LETTER 


Mortgage Mayhem 
c 

" reat magazine! I had no hesitation in 
subscribing, especially at the bargain price. Just one 
niggle. Had I followed your 'Must Buy' 
recommendations I would have bought nine games at 
a cost of £339 in just two months! 

I suggest games at 90% and above are 'Highly 
Recommended' with the best game as 'Game Of The 
Month.' At least this way I would be able to meet my 


mortgage repayments! Keep up the good work. 

S.P. Cripps, Darlington 

The software market has been awash with some 
outstanding titles over the last few months and as a 
result the scores have been higher than might otherwise 
be expected. To counter this, next month we will be 
introducing a 'Game of the Month' award. Hopefully this 
will help those of you with mortgages when it comes to 
deciding on one game each month! 


•Yes, there are definitely more reviews/articles 
(more reading). 

•Yes your 'Exclusive Demos' seem to be really exclusive 
(usually all the mags carry the same demos). 

•Yes, there is less advert to review/article ratio. 
•Yes, you've kept the price down (very encouraging). 
•Yes, there seems to be much more screenshots per 
review (sometimes a bit small). 

•Yes, I'll buy your next issue. 

Now the 'No's.' 

•No, I won't subscribe yet - can you explore the 
free game with subscription option? It feels more 
like I've bought a game and got a subscription 
free. A lot less painful! 

•No, there are no more 'No's.' If you can keep up 
the quality of your mag and keep the price down, I 
could be exchanging two of my subscriptions for 
one with you. Who knows, with the money I might 
save I might even buy a game! 

Peter Rushton, Leeds 

Giving away a free game with each subscription is 
something we've looked in to and would like to do, 
but with the current offer of twelve issues for the 
price of nine it would be impractical because we'd 
end up losing money on each subscription! The only 
way we could possibly do it would be to put the 
price of a subscription up a couple of pounds, but 
then would the game be free? Basically, we looked at 
the idea and when faced with the decision of either 
putting the price of each subscription up in order to 
be able to give away a free game, or keeping the 
subscription offer low, we went for the latter. 

Supplement story 

Hreat mag! Great potential! Great Price! 
Unfortunately in issue 2 every twenty pages I came 
across another mag being advertised which seemed 
to be a waste of space. 

I liked the Tomb Raider II supplement. The first 
issue annoyed me a bit because a lot of the demos 
were not playable, but with second issue you seem 
to have solved that problem. Personally I think 
Quake is a load of crap, lacking in excitement and 
Little Big Adventure 2 kicks its arse in gameplay, 
but Tomb Raider is the best game and I'm looking 
forward to the sequel. Thanks to your supplement I 
have now definitely decided to purchase it. 

Ming Letchworth, E-mail 

Although rolling demos are by means as much fun 
as playable ones, they nevertheless offer an 
insight into a game which may not be possible 
with words alone. Take Blade Runner for example; 
as much as we talk about the game's amazing 
graphics and superb atmosphere, only by seeing 
and hearing it can you fully appreciate it. 
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■■ aving teamed up with Microprose, we re 
offering a copy of the riotous Worms 2 for the writer 
of each month's Star Letter. Worms 2 was reviewed 
in the last issue and thanks to its improved 
graphics, superb gameplay and superb multiplayer 
mode scored a well deserved 92%. For 
the authors of the other letters printed 
each month there's a free title from 
^ Microprose's PowerPlus range. 

’/ Please remember to send your address 
> whenever you write in so that we can 
ensure that those who have a letter 
printed receive their free game. 


*By\he time you get around to reading this, 
you should already have come across the Tomb 
Raider II review which confirms that it is indeed 
one of the best games around this Christmas. In 
fact, we thought it was so good we made it our 
top choice for 'game of the year.' If you're of a 



similar mind, or reckon another title is this year's 
best, why not fill the UPC Reader's Awards form in 
on page 55. 


Haggises and highlanders 

Ejlell done on another great mag! Not only is 
Ultimate PC better than other competitors like ** 
***** it is valued at a very reasonable price. The 
web page addresses are great and make my time 
on the Internet more fun. The interview with 
Peter Molyneux was superb, as I am a big fan of 
Bullfrog and didn't even know he had left the 
company! Now I am looking forward to 
Lionhead's first game. 

I thought that your reviews and previews were 
superb, especially the one on 'Beasts & Bumpkins' 
which I really agreed with since I played the 
demo from your last issue. I thought you could 
have possibly done a feature about companies 
though. I would love to know more about the 
past and future of companies like Bullfrog, Maxis 
or Eidos. Anyway, to sum up... COOL MAG! 

Ross Farquhar in sunny Scotland 


Size matters 

Hfter reading your first two issues I thought that 
I would write in and tell you how great I thought 
they were! I thoroughly enjoyed them from cover to 
cover. They had some great features and reviews and 
I particularly liked the idea of a budget games section 
as I am 13 years of age and consequently do not get 
paid much money. I think PC magazines are usually 
drastically overpriced at around £5 so I was delighted 
to see that your magazine was only £3.50 and very, 
very good as well. I do not have a very fast PC (486- 
33mhz) so it would be very useful if you reviewed 
some games for slower PCs because not everyone has 
P200 MMX's! Apart from that I commend you on a 
superb magazine. Keep up the good work! 

Paul Bettridge, Herts 

We have always tried to cater for every gamer's 
needs by reviewing as broad a selection of software 
(which will run on a variety of different machines) 
as possible. The PC software market is advancing so 
rapidly though that it's now a sad fact of life that 
there's very few new titles that will run on a 486 
machine. However, all is not lost because most of 
the budget games being released at the moment will 
still run quite happily on a 486 PC. 

Pesky cheats 

S I've been reading PC games magazines for over 
three years now and have never been so impressed 
and hopeful about a new magazine. Firstly the price 
is an excellent feature. Spending £5 on a magazine 
is a bit steep, and generally the cover CD does not 
justify the price. Bunging loads of demos on is fine 
but I would rather see a few really big demos. Your 
third issue was excellent with two CDs and a few 
big exclusives. If the price stays the same, I will 
keep buying and probably subscribe soon. 

The reviews have been excellent so far, and 
there's lots of them too! The preview section is 
also very good, giving great photos and good text 
to back it up! There's nothing more annoying than 
a photo with little information. I also like the lack 
of adverts, but due to the price I wouldn't be that 
upset if they increased a little (not too much 
though!). I'm not so keen on the walkthrough 
sections as I feel I've wasted money if I cheat at a 
game, but I can see some people get stuck and risk 
wasting money that way. 

Perhaps a little more information on the 
technical aspects would be nice. I personally would 
like information on the 3D cards. I'm sure other 
people feel the same. 

Paul Doyle, E-mail 

We had planned a feature looking at the various 3D 
graphics cards for this very issue, but circumstances 
have conspired against us and we won't be running 
it now until the fifth issue. Expect an in-depth 
review and round-up of all the cards and their 
individual merits and flaws in the next issue. 


Company profiles are something we've done before 
(we took a look at Electronic Arts in the first issue) 
and we'll certainly be doing again, but not on a 
strict monthly basis. We'll let you know when we 
have any more planned. 


Is that the Pentium 2 
of PC mags? 


do 


low! Another great issue, how can you keep 
getting better? My subscription was money well 


spent. This is no kiss arse letter, I just believe if 
something is good, it should be pointed out. You're 
the Pentium of PC mags. 

Anyway, the main reason for writing concerns 
your cover CD. What with games graphics forever 
getting better, a lot of enhanced graphics games 
patches are being released in the gaming world. 
How about, once in a while - when you get a few 
at the office - you place a few of the good games 
patches on the cover CD, then we can all have a 
chance of updating without much hassle. 

Well keep up the good work. I suppose now I've 
upgraded my magazine to a better model, I'll just 
have to upgrade my PC to match it! 

David Southall, Kent 

Were in the process of gathering a whole wad of 
patches which we plan to put on next month's CD. 

As a subscriber you won't have to worry about 
missing out. 

It’s into the Het 


U bought a copy of your magazine when it first 
came out, this was mainly because of the excellent 
price and fun-looking demo disk. I started to read 
the previews and reviews and I was taken back by 
the excellent, detailed information put into each 
game description. I then went and ordered a 
subscription to your magazine. 

I have now received issue three of Ultimate PC 
and am thoroughly enjoying it, I especially liked 
the reviews on the budget games as I have two of 
the games that you featured and the reviews 
proved that you had played and looked at them 
instead of just looking at the box and giving an 
evaluation of the game that way. There are a 
couple of things that I think could be improved 
on, these are that you could add some more sites 
on to the Cyberspace pages and instead of giving 
complete solutions to games, possibly give one 
total solution and some passwords and cheats for 
different games. 

All in all I think the magazine is a total success 
and I would be very pleased with it if I were you. 

Nicholas Frost, Hartford 

If you haven't already noticed there's a new face 
amongst the Ultimate PC staff this month, a face 
that goes by the name of Simon Lovell. Simon has 
spent the last year working on Rapide Publishing's 
Total Internet magazine. Recognising the lad's 
talent, we've poached him for Ultimate PC and as a 
veteran on-line gamer and keen surfer of the Web, 
he'll be strengthening the On-line section of the 
magazine over the next couple of months. 

As for your comment about the solutions and 
cheats, this month we've two complete solutions, 
two playing guides and a huge collection of all 
the latest tips and cheats, how could anyone 
want any more? ■ 


If you have comments, queries, or even complaints 
about the magazine, games or life in general, then 
write to us at Penultimate, Ultimate PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 4EP and let us know. There's a free 
software bundle in it for the best letter each month 
(and we don't mean the letter that kisses our arse). 
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The Internet is evolving. 

Join the evolution with 
NetDirect. There's no better 
value Internet Service 
Provider - we guarantee it. 
Look at what we offer. 


INTERNET 
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GUARANTEED. 
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• FREE 25 Mb Web Space for 
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• Fast!-proven high speed access 

• 34000+ newsgroups 


OR WE LL 
GIVE YOU 
YOUR MONEY 
BACK. 


BUSINESS USE? 

We also offer Domain Registration, Virtual Servers, 
ISDN Network access and Leased Line Access Accounts. 
Call now for more information. 


FULL INTERNET ACCESS FROM: 


PER MONTH 
(EXCL. V.A.T) 

(Based on an annual 0345 subscription 
of £107.88 excluding VAT). 

H 


• ISDN, or 56Kbps modem 
access at no extra cost. 

• 100% local call access. 

• FREE unlimited technical support. 

• FREE 5 POP3 mailboxes or 
unlimited SMTP mail 

• No online charges 

• FREE e-mail and www 
sub-domains 





Call us now for full information 



Internet 

Explorer 


NETDIRECT INTERNET LTD. 

161-165 GREENWICH HIGH ROAD, 
GREENWICH, LONDON SE10 8JA. 
Telephone: 0181 293 7000 
Fax: 0181 293 6000. 

E-mail: info@netdirect.net.uk 
h tt p://w w w. n etd irect.net.uk 
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TIPSintro 

Intro 


Welcome to the Ultimate PC Tips Zone. This month we have an exclusive 
Postal guide and a strategy guide that will help you take nn those pink wrigglers in 
Worms 2. On top of this we’ve a round-up of all the latest mini-tips and cheats to help you 
through games such as Garmageddon and Jedi Knight: Dark Forces 2. 



WORMS 2 

For those who are struggling a little 
with those little pink wrigglers, then we 
at UPC have decided to help you get a 
foot in the door. The strategy guide 
takes you through the main weapons 
involved and offers hints and advice on 
usage. The best times to use them, the 
best place, and how to get the most out 
of them. Also on offer, is some general 
tips on the game itself, like how to 
utilise the wind effectively, and how to 
up the chance of winning. ■ 


POSTAL 

This month for your delight and 
continued enjoyment, we have a in- 
depth guide to one of the most violent 
games around, Postal. It covers a 
number of things essential to staying 
alive for just that little bit longer to get 
to the end of the level, like being in the 
right place at the right time, using 
weapons to their fullest extent, and the 
wonderful advantages that buildings 
hold for psychopathic maniacs intent on 
mass murder of mostly innocent 
civilians. ■ 


MINI-TIPS 

If you're struggling with Carmageddon, 
or having trouble with Moto Racer, then 
we've got all the answers you need in 
our round-up of mini-tips. You'll find all 
the latest games in there, including Jedi 
Knight: Dark Forces 2, Shadow Warrior, 
Hexen II and Atomic Bomberman. If you 
know of any other cheats, or there's any 
you're after, drop us a line and we'll 
endeavour to help you out. There's a 
free game for any cheats we deem 
worthy. ■ 


CALLING ALL CHEATS! 

You only have to look at titles like Tomb Raider II and Dungeon Keeper to realise that developers are working hard to make their 
games increasingly more difficult. 

So, it comes as no surprise that of the hundreds of letters we've received over the last couple of month's, a large proportion have 
been about the tips. Most of you seem to want even more of them each month, but for this to happen we're going to need your help. 
If there's a game you're stuck on, or any cheats you know, then put pen to paper and let us know. Similarly, if there's a solution 
you'd particularly like to see in the magazine, then write in to us at the following address; 

UPC Tips, Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter, EX4 4EP. 
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Weapons 

Bazooka: A good < 
solid propelled 
missile, does up to 
fifty points of damage^ 
with a small blast area. 

If you take into account 
the wind, it will make a big 
difference in placement, i.e. if you're on 
a ledge below a worm with no line of 
sight, it's possible to use the wind (as 
long as it's going in the right direction!) 
to make it double back and take out the 
appropriate wriggler. 

Homing missile: Lovely! My 
personal favourite. Up to fifty DP 
(damage points) per missile. If an 
opponent is standing near the 
1 of either the playing 
screen or some water, then 
aim to place the missile 
the other side of it, and 
in so doing, the 
blast will hopefully blow the 
bugger out of the game. 

Mortar: This little baby's 
a real meany, always fired 
at full power, showering 
opponents with lovely clusters. 

DO NOT use in confined spaces as 


the offspring of these beasties will 
bounce somewhat. 

Homing Pigeon: Mainly used when 
the Homing Missile simply cannot reach 
its target, you've run out of Homers, 
or you need the extra twenty five 
DPs that it does over the Homer. 

Grenades: Not much can be said 
about these really, except that 
they work really well when rolled 
down (steep) slopes towards 
unsuspecting worms. 

Cluster Bomb: Another 
personal favourite, best used 
when there are lots of 
fodder standing around in 
dips. Remember, when 
aiming for hollows in the 
landscape, all you need to 
do is kill one, and that should 
set off a chain reaction. Note: keep the 
fuses short for greater area coverage. 

Banana Bombs: The piece de 
resistance of worming armament, 
when you are lucky enough to get 
hold of one of these, don't waste 
it. Always aim upwards with lots of 


ID! 


All those little wrliglers getting tee nuch (or yeo? 
Well, jest real on to help yourself! 


tilled 


it 


O eing a dedicated Worms fanatic, 
and living in a Worms loving 
household, I thought that some hints 
and tips for sorting out the little pink 
beggars might go down well with you 
lot. The things we do for you, huh! For 
the trained exterminator's among you, 
most of this guide will be stating the 
obvious, but you never know - there 
just might be something of interest 
here, even for you. First off, I thought 
I'd give you the run down of the many 
and varied weapons available, and some 
tips on how to use them to their full 
potential. Because as you well know, 
some of them are a touch tricky to say 
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I could go on for pages and 
pages, dribbling on about 
this and that, and give 
away all the secrets of this 
amazing game - but that 
would be no fun for anybody, 
so I'm gonna leave it at 
that. There are also a huge 
amount I haven't mentioned, 
such as the Super Sheep, 
Airstrikes, Ming Vases and 
Mad Cows, plus some top 
secret stuff that even I 
don't know about. 

I'm pretty sure that the 
above should start you on 
the road to a good Worms 
score, and if nothing else it 
should serve as a good 
guide for causing as much 
chaos as possible. 

One really huge hint is 
to make sure that you don't 
kill yourself, as there is no 
easier way to drop way 
down in the league than to 
make a habit of blowing 
your own worms to bits! 

Not recommended! 


WORMS 2 
you_ 


5 4 




Uzi: Another good drive 
'em off cliffs and into 
water jobby, without the 
mass damage, i 


Fire Punch: This is 
great if you've been digging 
around under the ground, 
and have a worm directly 
above you. 


Just remember, the easiest way to lose is to waste our own worms - so don’t forget to keep the power of the shot quite high 


power, that way there is very little 
chance of it disappearing off the 
screen. Leave miles of room 
between your crew and the 
drop point, as the 
resulting explosions 
are insane to say the 
least. If you want a most fierce worm, 
then just drop one of these on a bridge 
covered with the beggars! 


Homing Cluster: I don't 
think these are as good as 
they sound, as the whole 
concept of a cluster is to 
spread the damage to as 
many worms as possible, 
but they're a good single 
target, big damage weapon. 


Shotgun: Use this one to blow worms 
into the water, or just 
completely off the 
* screen. You even get to 
do it twice! A word of 
warning mind: don't get too close! 


Handgun: At least 
you get to use it 
three times! 


Don’t bother wasting time knocking off a few hit points here and there, just use any method you can 
think of to blow as many of the little wrigglers into atoms as you possibly can. Sorted! 


Kamikaze: As Team 17 put it, 
the ultimate sacrifice. But a life 
saver in certain circumstances, 
like you have two worms left and yer 
mate has any number, 
but all at the 
same height. 
Wahay, here 
we go! 


Land Mine: Although not that 
powerful, it's an excellent deterrent for 
worms that try to follow you 
when digging. So stick one 
at the entrance to your 
hole and then persuade 
your fellow worms to 
come and get you! ■ 


Dynamite: 

major 
bits of advice, 
don't get in 
the way, and 
DON'T GET IN THE 


Dragon Ball: This is the 
perfect weapon for taking 
out worms in one easy go. 
Make sure you are positioned 
carefully, then watch your 
antagonist do a slow arc 
into some water, or off the 
screen completely. 


WAY! When playing on 
an open level, place 
the stick to one 
side of the intended 
victim rather than 
on top, because this 
is yet another 
method of blowing 
'em off the screen. 
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ny you kill 


Although Postal doesn t 
pretend to have a strong plot, you do 
have reasons for your decision to "go 
postal." But who really cares anyway? 
Many intense games try to mask the real 
reason people play them: for 
entertainment and stress relief. You 


can't kill 400 people in real life, but you 
can boot up Postal and knock off as 
many as you want. Other games try to 
string you along with a lame excuse for 


a plot, but frankly, I think hiring 
scriptwriters to make a game 


Brutal mindless violence is the 
only thing you’ll find in Postal 


interesting' is a big waste of money - 
especially when the plot is just a thin 
veil for the real goal of most games: to 
kill everything in sight. 

Postal is not intended for small 
children or the weak of heart, so expect 
to see some things that may repulse 
you. But that's half the fun of playing 
the game! People scream when they are 
burned, corpses are blown into the sky, 
and bodies recoil as they are hit by 
shotgun shells. If this all sounds like 
something you want to do, then you've 
picked the right game and the right 
strategy guide to ensure your corpse 
isn't the one being blown into the air! 


The best strategy tip is location, 
location, location. Take advantage of 
your environment by hiding behind 
anything that even remotely seems as if 
it will protect you from the onslaught 
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follDwhig our review lest issue of Take 2 
loteractive’s cootroversial sew game Postal, 
this moatl we briog you an exclusive strategy 
guile written ter us by the game’s creaturs, 


to help yeu survive in 


of your enemies. Even heat-seeking 
missiles can be avoided if you fool 
them by quickly dashing behind a 
building. You'll find areas where the 
cover is too high for you to be shot, 
but you can toss grenades or Molotov 
cocktails at hostiles (watch out though: 
anything you can do, they can do, too). 
When you are taking a beating, run to a 
safe area as fast as you can and catch 
your breath. When you are hiding 
behind an object, try to run out 
quickly; draw fire from nearby enemies 
and while they are reloading their 
weapons, unload onto them. 

Now, forget everything I've just told 
you. As you'll learn, not every strategy 
in Postal will work all the time. When 
some hostiles realise you are hiding 
from them, they'll simply come and 
find you. In these situations, get as 
close to them as you can and blast 
away. This method is particularly 
effective against hostiles who use 
lobbed weapons (grenades, Molotov 
cocktails, napalm), but it will work 
against most enemies - some of the 
time. Just stay far away from hostiles 
and turrets that are armed with rapid- 
fire missiles or flame-throwers. 

Not only can you use the 
environment to hide from hostiles, but 
you can also use it as a weapon 
against them. If you spy oil barrels 
near your foes, try to line up a rocket 
with them; one well-placed rocket will 
light up three or four people who 
otherwise might have killed you. You 
can use the weapons carried by certain 
enemies (napalm, in particular) 
against them. Try to line up a few 
enemies in front of a napalm¬ 


a wnrld gnnu mal 


launching hostile and run right toward 
him, then watch as he lights up his 
buddies, and you run by unscathed. 

You can also play these tricks with 
hostiles who toss grenades, Molotov 
cocktails and even heatseekers; these 
are great to turn against your foes. 

The save-game mechanism is worth 
mentioning. The designers decided not 
to allow you to save at any point in a 
level, and I agree with this decision. If 
you could save at any moment, the 
game would become monotonous: kill 
someone, save; if you die, reload. To 
prevent an otherwise great game from 
being ruined, the designers allow you to 
save only from the beginning of a level. 
For this reason, it's extremely important 
always to play with an eye on how 
much health you have left. If you are 
getting low, you may want to alter your 
tactics or deviate from the course I 
recommend so you can get a health 
powerup elsewhere. 

It's extremely important to keep in 
mind which areas of the map you 
have already cleared out. Although 
enemies do roam, they tend to stay in 
a particular area, so you can be fairly 
sure that it's safe to return to areas 
you previously cleared if you need to 
take a break from the killing. Also, 
remember where you left ammunition 
stashes that you couldn't pick up 
earlier; when you begin to run low, 
use these stashes to recharge your 
supplies. It's also useful to know 
which areas of the map are safe 
because you can sometimes lead a 
stray hostile back into that area, 
away from the pack, and take him on 
one on one. 
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In my travels, I've learned that not 
everything I see can be trusted. Even 
though you might not see anyone in 
front of you, it doesn't mean no one's 
lurking inside a nearby building. 

Enemies can pop out of buildings en 
masse and start their onslaught really 
quickly, so I blast open some of the gas 
cans near building entrances when I 
walk by; anybody who tries to ambush 
me will be nothing but a bunch of ashes 
by the time they get near me. If there 
aren't any oil barrels in sight, I 
approach carefully, shotgun in hand. If 
someone does pop out, I blast him with 
the shotgun, quickly switch to my trusty 
Molotov cocktails and set a blazing fire 
for the first guy and any of his buddies 
who want to join him. 

You were given two feet and 
unlimited endurance; use them! There 
are very few times in the game when 
you shouldn't be running, so keep that 
Shift key held down. Run for cover, run 
away from fire, run toward grenadiers; 
run, run, run! Make generous use of 
your strafing (side-stepping) ability; it 
will allow you to run from building to 
building while you fire at your 
opponents: Back-pedalling is also a 
great way to let bullets fly while getting 
out of the line of fire. 

Make good use of the crosshairs that 
appear on people when you have them 
in your sights. This is especially 
important for the machine gun, because 
you might be able to target someone 
from a distance at which they can't spot 
you, and this will allow you to get in a 
few shots before they come after you. 
You can also line up the rocket launcher 
this way for an even more deadly punch. 
But don't rely completely on the 
crosshairs, especially with weapons like 
napalm and cocktails; they can damage 
people even through they aren't that 
close to the initial explosion. 

Fire is an extremely important part 
of the game, and it can be used to your 
advantage. Use your fire-generating 
weapons (cocktails, napalm, flame¬ 
thrower) and oil barrels to create huge 
conflagrations that will kill off quite a 
few hostiles at once. By the same 
token, be extremely careful of what you 
have done; once ignited, hostiles are 
extremely erratic and can run straight 
toward you and light you up as well. 

But if you can't avoid a flaming 


pedestrian, by all means use your new¬ 
found status as a human torch to your 
advantage: run toward anything living 
and set it on fire. Some locations, such 
as gas stations, have "forever flames." 

If you ignite the oil barrels around a 
gas pump, the pump continues to 
explode and burn for quite a while. If 
the fire burns out, simply restart it by 
firing at the pump. This is useful for 
setting up a secure position where your 
opponents can't get to you. 

The ability always to cause havoc is 
also a valuable tool. On level 4 (Parade 
of Disasters) particularly, the element of 
surprise is a valuable tool when, for 
example, you ignite an entire marching 
band with a cocktail. While the band 
members run around screaming, hide 
out and pick off hostiles with your 
machine gun. Remember, too, that all 
those flaming people are bound to 
ignite some other people. Try to control 
the chaos you've created so that it 
doesn't backfire on you. For the most 
part, though, chaos will only help you 
and disorient everyone else. 

It's also very important to be 
cautious. Take your time; when you kill 
one person, wait to see whether anyone 
nearby comes after you. By doing that, 
you'll be able to take on your opponents 
one on one, and that will give you much 
better odds (usually). People who hear 
gunshots will often run toward the 
source (you), so if you dispatch one 
foe, another may soon arrive. Don't run 
blindly from confrontation to 
confrontation; you'll end up with too 
many opponents around you, and they'll 
all want to give you a piece of their 
mind. Having completed a level, explore 
it completely to make sure you haven't 
missed any powerups (unless you've met 
the kill ratio and want to go on to the 
next level without risking your life any 
longer). Those powerups can be a big 
help in future battles. 

How and when to duck is, perhaps, 
the most important thing you'll learn 
in the game. Ducking becomes 
essential if you want to survive 
especially on the more difficult levels. 
If you time your ducking well, you 
can avoid the rockets (even 
heatseekers) that are fired at you; 
occasionally, these rockets will even 
hit another person - usually, a hostile 
that you would have had to deal with 
yourself. This strategy is especially 
useful on higher levels, in which 
multiple heatseekers might be fired at 
you all at once. If you time things 
correctly, you can get two heavy- 
weapons experts to fire at you at 
almost the same time; their rockets' 
paths will cross, and they will blow 
each other up! Lots of fun, and saves 
health and ammunition! 

In fact, spend a good bit of time 
practising your timing for ducking. 
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before you attempt to use it when it 
really matters. Load level 1 on difficulty 
level 11 and clear out everyone except 
the guys who have rocket launchers. 
Then, while you duck, practice avoiding 
the rockets that are shot at you. If you 
master this skill, it will prevent you 
from being killed many times during the 
course of the game, so be sure you take 
the time to learn how to do it right. 

Though you should take your time, 
you should not fight fair. If you can get 
off a shot at an enemy, and his AI isn't 
smart enough to make him change 
position, by all means - just stand there 
and fire. You should also use your 
machine gun to take out enemies who 
can't get to you, or who might not even 
be onscreen yet. Hostiles don't fight 
fair, and neither should you. 

Crossfire plays a big role in your 
survival. Make it your highest priority 
never to be sandwiched between 
multiple opponents. They will all take 
shots at you; this makes it extremely 
hard to get off your own shots, and it 
will most likely lead to your death. To 
avoid crossfire, never change into 
situations (except in the rare instances 
in which I tell you to); always 
remember where your enemies are, and 
never advance too deeply into an area 
that you haven't thoroughly explored. 

When you begin any level, it's 
important to take a second or two to 
become familiar with your environment. 
If you aren't in any immediate danger 
(which is usually the case, believe it or 
not), take a moment to find out where 
your enemies are hiding, and base your 
plan of attack on your visual 
reconnaissance. If you wait for a short 
while, a person or two may attack you 
first; this will allow you to pick them 
off without much risk. 

As you probably know from the 
many other games you've played, a 
great way to save yourself from damage 
is to play the angles. If you are well 
positioned behind an object, you may 
be able to get a few shots off at your 
opponents when they can't see you or 
can't hit you. This method works well 
with the machine gun, since it sprays 
its bullets in a fan pattern; some 
bullets may hit the object you are 
behind, but others will hit your 
enemies while you're still safe. 

Executing your victims: I know it's 
really entertaining to kill people who 
are begging for mercy (or for death), 
but it's not a wise tactic in the heat of 
combat. The few seconds it takes to line 
up your shot at the poor cretin could be 
the few seconds that a heavy-weapons 
expert needs to send a gas canister in 
your direction and burn you up. So let 
the poor, dying wretches crawl around 
until they knock themselves off. 

I mention compass directions quite a 
few times. Usually, the compass 



If you’re just looking for death 
and mayhem then look no further 
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directions I give will be in relation to 
your computer screen: north is to the 
top of your screen, west is to the left, 
etc. These are fairly simple to 
understand, but not all the directions 
will be this simple. 

I'll explain what I mean by "slowly 
approaching" a particular area or 
enemy. I told you that you should run 
all the time - right? What I mean by 
"slowly" is not that you should 
actually walk gingerly, but that you 
should be extremely aware of what 
kind of situation you are entering. 

Run a few steps - stop - look - then 
run a few more. By doing this, you're 
already in run mode, so if you do get 
into a bad situation, you can double 
back quickly and get into a better 
position for a firefight. 


Every weapon has its purposes, but 
you'll probably use a few particular ones 
most of the time. It's important to learn 
the strengths and weaknesses of each 
item in your armoury because then 
you'll know whether it's appropriate to 
let loose with a valuable heatseeker or 
to just spray the area with a deadly hail 
from the scatter gun. My favourites are 
the machine gun for its long range and 
unlimited ammunition and the scatter 
gun for the massive destruction it can 
inflict in an instant. 

All these weapons, except mines, 
can be used by computer-controlled 
opponents. So all of the tactics I 
describe will be used by the computer- 
controlled players, as well as by any real 
people you might battle. Be aware of 
this at all times, and watch out for all 
of these tricks! 

It's crucial to choose the correct 
weapon for the situation you are in. 
Throughout the level walk-throughs, I'll 
recommend weapons for certain 
situations, but you'll have to be able to 
make choices for yourself occasionally, 
too. Familiarise yourself with the 
strengths and weaknesses of each 
weapon, in particular, each one's range, 
speed/delay, effect, rate of fire, damage 
and whether you can move while firing it. 

It's important to know a weapon's 
range because if you misjudge the 
range, you might miss an opponent and 
give her the opportunity to close in on 
you when your weapon can't fire again. 
The machine gun is the most useful, 
since it is the standard weapon with the 
longest range. Rockets have a longer 
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range, but they are much more difficult 
to target when used long range; plus, 
your supply of rockets is limited. The 
flame-thrower's extremely short range is 
its biggest drawback. Not only can you 
not hit distance hostiles with this 
weapon, but any hostiles that are 
ignited by the flame-thrower will be 
extremely close to you. This presents a 
threat because you might be ignited by 
a lit opponent; be careful. 

The speed of your weapon and any 
delay in activating it is crucial to 
survival because if a weapon takes too 
long to reach its destination, you might 
be damaged by the target you were 
trying to destroy. All the conventional 
weapons (machine gun, shotgun and 
scatter gun), as well as the flame 
thrower, fire almost instantaneously, so 
they are not at issue here; it's the other 
weapons you have to concern yourself 
with. Napalm and rockets are much 
slower moving and may take several 
seconds to reach their destination and 
explode. Molotov cocktails and napalm 
take a few seconds to ignite when they 
reach their destination; then, the fires 
they create continue to burn for up to 
15 seconds, in some cases. 

A weapon's effect is another key in 
your decision when to use it. The 
machine gun does a little damage to its 
target, but usually won't stop foes from 
firing at you. The shotgun and scatter 
gun will do much more damage to your 
opponents and will also knock them 
back; thus, these weapons are especially 
effective to use against heavy-weapons 
experts. Any weapon that produces fire 
has the best effect of all, as anyone 
caught in range of ignition will be 
killed. The area of effect of napalm and 
Molotov cocktails is also worthwhile to 
keep in mind, as they are extremely 
effective against groups of enemies. A 
single napalm canister or cocktail can 
take out five or six opponents at the 
same time, but only if used correctly. 

Rate of fire will also help you 
determine the optimal weapon for each 
situation. The scatter gun and flame¬ 
thrower fire extremely fast, so be careful 
not to waste their ammunition on an 
opponent who's already dead. The 
shotgun is very slow to reload, so it's 
not useful against any opponents who 
have rapid-fire weapons -they'll damage 
you way too much before you get off an 
effective shot. Rockets are also very 
slow to reload; they are much better- 
suited to long-range fighting, but be 
sure to line up your shots well. 

How much damage each weapon can 
do to your opponents is valuable 
knowledge, since you'll know when a 
weapon is appropriate to use against a 
certain hostile. Turrets, in particular, 
can't be damaged by weaker weapons 
(like Molotovs, napalm or your machine 
gun), so the best bet is to use grenades 


or rockets against these mechanised 
units. By the same token, it isn't worth 
wasting a heatseeker on a grenadier, 
since he isn't going to take much 
damage before he goes down, anyway. 

The last piece of information that 
you should keep in mind about a 
weapon is whether you can use it while 
you are on the run. If you have to stop 
to launch a rocket or throw a grenade 
when 10 hostiles are after you, you 
might want to reconsider and use your 
scatter gun; it can fire while you back¬ 
pedal away from the opponents. The 
machine gun also allows you to fire 
while moving, and it doesn't make you 
pause at all, which makes it the best 
bet for any situation along these lines. 


You'll probably use this most, if for no 
other reason than it has unlimited 
firepower. When your back is to the 
wall and you're fresh out of ammo, 
you'll reach for the machine gun. But 
By no means is it a weapon of last 
resort. It does a fair amount of 
damage and has good long range, and 
its rapid rate of fire will keep many 
hostiles shaking while you riddle their 
bodies with bullets. 

The machine gun is fantastic; 
because it has a longer range than any 
other weapon (except for the rockets), 
you can use it to take pot-shots at 
opponents even before they're visible. 
This is an effective way to start out on 
any level; just start blasting away and 
see if you hit anyone. 


ISE 

Every game has one, and Postal is no 
exception,. Your medium-range, highly 
powerful shotgun can knock your target 
backwards quite a bit if you hit him 
with a hard shot to the torso. With a 
maximum of 100 shells at your 
disposal, you can take some pot-shots 
without watching where you're 
shooting, but you should always try to 
make very shot a great one; a well- 
placed shell can send even the 
strongest hostiles to their graves. 

The shotgun is very effective against 
most opponents, but it's particularly 
useful against heavy-weapons experts 
because it stops them loading their 
weapon and launching a rocket at you. 

It isn't very effective against enemies 
who are armed with scatter guns 
because you have to put yourself in 
range of their weapons if you want your 
shotgun blasts to injure them. 


This is the real reason to preserve all 
your precious shotgun shells. This ultra' 
powerful weapon uses the same 
ammunition, so you'll want to feed all 
of those bullets into this ammo-eater. 
Use short bursts to dispatch a single 











person extremely quickly, or just blast 
wildly into a crowd to knock out as 
many hostiles as you can in a short 
time. A great "feature" of this gun is 
that you can't hurt yourself with it 
(unless you fire it into an oil barrel next 
to you), so just hold down the trigger 
and annihilate some people. 

If you have ammo for it, you'll want 
to use this gun almost all the time. It 
can wipe out hordes of enemies in 
seconds, and if you use your 
ammunition efficiently, you'll be able to 
clear out great numbers of weapons 
with limited risk to yourself. 

Throw grenades off high ground into a 
group of adversaries, or carefully aim 
one at a group of oil barrels and start a 
chain reaction. That you can throw 
grenades over objects is extremely 
useful, so use this feature to your 
advantage. Judge the height of an 
object you're standing behind and try to 
toss grenades over it, but watch out for 
grenades that bounce back toward you! 

Grenades aren't quite as useful as 
Molotov cocktails (which I'll explain 
later), but they are handy for blowing 
up oil barrels from a distance. Also, 
once you understand how far the 
grenades can travel, you can use them 
very effectively because you'll know 
exactly where they're going to explode. 


be sure that its path leads safely to its 
ultimate destination. Also remember 
that the heat of a fire can misdirect a 
heatseekers and cause it to head 
straight through the fire instead of at 
your original target. 

Toss one of these flaming packages over 
a wall at your opponents and watch 
them flame up. Cocktails have many 
uses, but I like to throw them toward 
foes I can see but not reach with 
conventional weaponry. Just toss a 
cocktail as close to them as you can get 
it, and watch the flames spread to their 
hideout and toast them - long before 
they can get anywhere near you. 
Molotovs are also very useful if you are 
in an alcove and have enemies running 
toward you. Throw one in their 
direction, and before they can veer 
away, they'll be crispy. 

This is the weapon I use most often 
(beyond the standard weaponry - 
shotgun, machine gun and scatter gun). 
It can inflict damage over a wide area 
and can kill anything it gets near; and 
it's fairly easy to find powerups that will 
increase your inventory of cocktails. 
Learn the distance at which your 
cocktails will explode so you'll be able 
to time your lobs perfectly. Once you 
understand the trajectory they'll take, 
try to bounce them off walls. 




Rockets are among the most effective 
weapons. Their extremely long range 
and deadly explosions make them 
very attractive for taking out groups 
of enemies, particularly if you need 
to hit them from far away. Aiming 
these suckers takes practice, but if 
you miss with the first rocket, just 
correct your aim; your second shot 
should reach its target. 

Firing volleys of rockets into 
groups of people (especially people 
near oil barrels) can really create 
mayhem, and creating may-hem is one 
of the best ways to knock off lots of 
hostiles very quickly. 


Heatseekers 


The heatseeker is a close cousin of the 
rocket but has much more finesse. 
Heatseekers are rare, so use them 
wisely. They are perfect to launch into a 
group of foes who are holed up in a gas 
station or some such place. Not only 
will the explosion take out one person, 
but it may also detonate several oil 
barrels and take out quite a few other 
adversaries along the way. But beyond 
just using them to blow things up, you 
can use heatseekers to rid yourself of a 
pesky, scatter-gun-armed opponent and 
any other annoying hostile. But 
remember, heatseekers don't avoid 
objects; take your time firing one and 


More than any other weapon, the 
napalm launcher can cause absolute 
chaos. Spray a few shots toward your 
foes, and watch a dozen of them turn a 
golden brown. Because of its erratic 
nature, however, napalm can easily 
hasten your own death, as well. Be very 
careful; never use the launcher in a 
small area because the napalm might 
ricochet and burn you, or the people you 
fry might light you as they're barbecued. 


Flamer 


This is perhaps the most powerful 
weapon. It's extremely fast, allows a 
large margin for error, and any living 
creature who's even grazed by its flame 
is doomed. But power comes at a price. 
This baby burns ammo (literally) 
extremely quickly. You can go through 
your ration of gas canisters in just 
seconds, so use the flamer in very short, 
controlled bursts. Since it takes only a 
single flame to burn a few enemies into 
nothingness, never hold down the trigger 
on this one. And since this is a close- 
range weapon, be extremely careful of 
the people you burn up; they can light 
you up on their way to the floor. 


You can use three types of mines: 
proximity, timed and "bouncing Betty". 
All three types are best used in 


multiplayer games. They can be used in 
single-player mode, but I stayed away 
from them. 

Proximity mines are useful when you 
have people hot on your tail and you can't 
turn around to spray them with fire; just 
drop a proximity mine and watch as they 
run helplessly toward your deadly trap. 

Timed mines are great to drop off in 
a cluster of oil barrels. Make a quick 
dash toward your target, drop off the 
payload, and run for cover as the barrels 
fly high into the air, killing anyone 
stupid enough to get in the way. 

Bouncing Bettys (made famous by 
the movie "Blown Away") are similar to 
timed mines, but on detonation, they 
bounce into the air and let out a spray 
of damage in all directions and for a fair 
distance. Bettys are useful for damaging 
a group of enemies in a medium-size 
area, but be sure to get out of the way! 



Although they aren't weapons, powerups 
are worth mentioning. Most just increase 
your ammo or health, so pick them up 
whenever you see one. You can never 
waste powerups because if you have the 
maximum ammo, you can just leave the 
powerup there and return for it later. 
Through the course of the game, you'll find 
other weapons in this way, and you will 
also find backpacks that increase the 
amount of ammo you can hold. Sometimes, 
you'll see boxes of multiple powerups. 

Two special powerups are the Kevlar 
vest and back-pack. You'll spot these 
around levels occasionally; both provide 
you with a great advantage. The Kevlar 
vest allows you to take damage that 
doesn't come from fire or explosion, 
without losing any health points. The 
remaining strength of your vest is 
displayed next to your regular health 
statistics, so keep an eye on that number, 
as well. The backpack essentially doubles 
the amount of ammunition you can carry 
for all your weapons. This is extremely 
handy for weapons like the scatter gun and 
flame-thrower, which go through ammo 
super-fast. Be sure to snag the backpack as 
soon as you see it, and you can stock up 
on more ammo to blast your opponents. 
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Tip am Balance 


this one. Hold down the Shift key 
and type TWINSEN'S BACK to get 
infinite amounts of everything. 


Jedi Knight: 

Dark Forces 2 

If the force isn't quite with you, 
type't' to go to the command 
console and simply enter any of the 
codes listed; 

KILL - Kill yourself 
RED5 - All weapons 
BACTAME - Full health 
WAMPRAT - All items 
IAMYODA - Light force master 
SITHLORD - Dark force master 
YODAJAMMIES - Full force 
ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOON KING - Both light and dark 
force powers 

DEEZNUTS - Next force level 
JEDIWANNABE ON - God mode 


buildings, all the creatures and all 
the traps and doors. 

If that's not enough to see you 
through the game, here's a few 
ways to make life in the Dungeon a 
little easier: 

Sacrifice a fly and a spider to get 
a warlock. 

Sacrifice a beetle and a spider to get 
a dark mistress. 

Sacrifice two beetles to have 
work completed. 

Sacrifice two flies to have 
research completed. 


FUNNYJAM - Turbo Pedestrians 
ISLANDRULES - Vesuvian Corpses 
SMALLUDDERS - Giant Pedestrians 
SPAM FRITTERS - Free Repairs 
GOGGLEPLEX - Underwater Ability 
SPAMFORREST - Instant Handbrake 
TRAMSARESUPER - Pedestrian Harvest 


Moto Racer 

High speed thrills and spills 
abound in this superb motorbike 
racing game. If you're 
experiencing more spills than 
thrills though, we've a few cheats 
which could liven things up. 
Simply type the following codes in 
as your name when prompted; 
CDNALSI - Gives All Stages 
CTEKCOP - Gives Pocket Mode 
CEREVER - Gives Reverse Mode 


Constructor 

If the council are doling out too 
many black marks to you, get 
yourself a level two house and 
make the tenants the 'punks'. After 
a short time, the 'punks' will start 
to complain about a hedge and 
you'll be given some more black 
marks if you don't reduce the 
rent considerably. 

If you do this you'll receive 
some white marks. With this done, 
put the rent back up and then wait 
for them to start complaining 
again. You can repeat this trick as 
often as you like, helping to build 
up hundreds, or even thousands of 
white marks. 


Hexen II 

Press the ~ key to get to the 
console and then simply type in 
any of the following codes for the 
named effect; 

GOD - Godmode 
NOCLIP - No clipping 
NOTARGET - Enemies won’t 
recognise you 
GIVE 2 - Gives weapon 2 
GIVE 3 - Gives weapon 3 
GIVE 4 - Gives weapon 4 
IMPULSE 9 - All Weapons/Mana 
IMPULSE 14 - Gives you a Sheep 
IMPULSE 23 - Torch 
IMPULSE 43 - All 
Weapons/Mana/Items 


Need For Speed II 
Special Edition 

At the main menu screen, enter the 
following codes; 

BOMBER - A 50s-type Chevy 
TOMBSTONE - Daytona Car 
FZR2000 - Futuristic Car 
RUSHHOUR - More Traffic 


Premier Manager 97 

Gremlin's footy management sim 
can prove as tough as real-life 
management seems to be, but to 
make things easier we've a 
selection of cheats which should 
enable you to turn your 
Division 3 strugglers into 
Premiership champions. 

The first is simple enough, simply 
use the phone and dial 200000 for 
loads of extra cash. 

Another way to make lots of 
money once you've qualified for 
the European cup, is to save the 
game just after the message comes 
up that 'your team receives 1.4 
million pounds for qualifying for 
this cup' and then load the game 
up again. The message will 
reappear and the money will once 
again be transferred to your bank 
account. Do this as many times as 
you like and not even Ronaldo will 
be too expensive! 


Cricket 97 

As if Richie Benaud's commentary 
wasn't enough entertainment, here's 
a few ways of making this cricket 
sim a little more amusing: 

Hit Space (pause) and then type 321 
for strange gravity effects. 

Hit Space and then type 131 for 
superhuman batters who can hit the 
ball harder than Ian Botham! 

Hit Space and type 323 for a turbo 
run cheat that makes your batters 
faster than Linford Christie between 
the creases. 


Age of Empires 

Whilst playing the game, type 'enteri 
to bring up a cat box and the type 
REVEAL MAP to, funnily enough, 
reveal the entire map. 


Carmageddon 

At the Choose Race menu screen 
type ENABLE to have access to all 
the tracks and cars in the game. 
Also, during a race, press F4 to 
turn the Cheat Mode on and 
then press: 

F5 to repair your car 
F6 for invincibility 
F7 to put an extra 30 seconds on 
the clock 

Fll for an extra 5000 credits 
SHIFT+F7 for an extra 5 minutes 


Dungeon Keeper 

Type PLEASE GIVE ALL at the main 
title screen so that when you start a 
new game you begin with all the 


Ignitinn 

Type in the following words at the 
main menu screen and you should 
hear a signal letting you know the 
relevant cheat has been activated; 
BANARNE - high cars. 

SKUNK - see only wheels. 
FILMJOLK - ignition on acid. 
SURMULE - get all options, and 
tracks. 

SVINPOLE - extreme closeup. 
SLASKTRATT - get super cars 


If you're after something a little 
different you could always try typing 
one of these in during a race; 
BIGBOTTOM - Bodywork Trashed 
SUPERHOOPS - Explosive Pedestrians 
IGLOOFUN - Hot Rod 
INTHELOFT - Drugs 
BUYOURNEXTGAME - Jelly Suspension 
CHICKENFODDER - Bouncy Bouncy 


Shadow Warrior 

Try these codes and kick some ass: 
SWGREED - God mode with all items, 
ammo and weapons 
SWCHAN - Press J to fly 
SWGIMME - All items added 
to inventory 


A simple, but extremely useful cheat 
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SWTREKxx - Warp to any level (xx 
being the number of the level) 
SWGHOST - Clipping 
SWMAP - Automap 

Take No Prisoners 

Press shift and ~ to get to the 
console and then enter the 
following code: 

IMPULSE 911 Infinite ammo for 
all weapons 

Total Annihilation 

Press enter to get to the message 
screen and then press + followed by 
typing in one of the following codes 
(remembering to press enter again 
afterwards to activate it); 

ATM - Increase metal and energy 
by 1000 

Radar - Acts like 100% 
radar coverage 

DoubleShot - 2X damage of all 
weapon fire across board 
NowISee - Exposes map and turns 
line-of-sight off 

AMOK 

Type BABYXX at the password screen 
and then during the game, even 
when your life bar gets to zero you 
won't die! 

Atnmic Bumberman 

If you are destroyed by a bomb, 
press F10 straight away and the 
round will not count. If your 
playing the multiplayer game, 
watch out because your friends are 
not likely to be happy! 

Command and Conquer: 
Counterstrike 

If you want to be the Tesla Tank, 
first select either a skirmish, or 
multiplayer game. You must also 
select to be France and have a 
tech level of at least seven. Before 
you start building a radar jammer, 
press and hold the shift key and 
then click on the radar jammer 
icon before letting go of the 
shift key. 

Command and Conquer: 

Red Alert 

To repair all your units to maximum 
health, you first need to ensure you 
have a medic. Then type 5555555. 

Be warned that this only works for 
Windows 95. 

Destruction Derby 2 

Select a new championship and 
then, when prompted, enter your 
name as 'MACSrPOO' (case sensitive). 
Once you've done this, select end 
and quit the championship. Now go 
to practice mode and you should 
be able to select all seven tracks 
and all four bowls. 


F22 lightning 2 

These cheats can be activated at any 
point during flight; 

Maximum Fuel: Press Ctrl, Alt, Shift 
and Insert 

Invincibility: Ctrl, Alt, Shift and Home 

Redneck Rampage 

There's a number of cheats for this 
game all of which can be typed in at 
any point during the game; 

BUB BA - An aiming site 
RDALL - Have all keys, ammo, 
health etc. 

RDBETA - Message 'Eat me!' 

RDELVIS - Message 'Elvis Lives!' 
RDGUNS - Get all guns 
RINVENTORY - Get all inventory 
RDKEYS - Get all keys 

Battle Isle 3 

Code for 

1 : 2975462 

2 : 6487674 

3 : 1564386 

4 : 9745642 

5 : 3756838 

6 : 2957843 

7 : 8844366 

8 : 2375411 

9 : 3854653 

10 : 5647332 

11 : 4092664 

12 : 7564366 

13 : 8264241 

14 : 3243554 

15 : 5487436 

16 : 1353411 

17 : 4524338 

18 : 6731244 

19 : 1243371 

20 : 6245425 

Virtua Fighter 

For invincibility, press pause in the 
middle of a fight and type IAMKING. 

Theme Hospital 

To use the following codes, you must 
first enter 24328 on the fax machine 
and press the green button. You can 
now enter the following codes during 
the game; 

CTRL Y - Go to the end of the year 
CTRL C - All research complete 
Shift C - +$10,000 
CTRL M - Go to the end of the month 
Shift + Ctrl + C - Get all items in 
the game 

Shadow Warrior 

Cheat Codes: 

SWGREED - Turns on god mode, 
gives all items, ammo and weapons. 
SWCHAN - God mode on/off, Press J 
to fly. 

SWGIMME - All items added to 
inventory. 

SWTREKxx - Warp to any level (xx 
refers to level #) 

SWGHOST - Clipping mode on/off 


SWMAP - Automap on/off 
SWLOC - Displays framerate reading, 
use again to show location in level. 
SWRES - Changes resolution 



Rebel Moon Rising 

fwber - get jet pack 
fwmarit - get health & oxygen 
fwmiga - get all weapons 
fwwarpxx- skip to level (xx is 01-21) 
fwmithra - get invulnerability 
fwplayxx - play demos (xx is 01-05) 
fwjack - toggle MMX hooks 
fwigiveup - win current level and 
advance level 
pf - capture a screenshot 

Outlaws 

Cheat Codes: 

olash - Unlimited ammo 

olpostal - All weapons and full ammo 

oljackpot - Adds inventory 

olcds - Full map 

olzip - Teleport 

Moto Racer 

Add As Your Name The Folowing: 
CDNALSI - Gives all stages 
CTEKCOP - Gives pocket mode 
CEREVER - Gives reverse mode 

Interstate ‘7B 

Hold down Ctrl+Shift while typing 
GETDOWN 

Everyone will attack you, and when 
they blow you up, you'll win the 
level. This will work on the trip 
missions only! 

Carmageddnn Cheats 

AT the main menu screen type 
ENABLE(quickly) to be given access 
to all tracks and vehicles. You can 
now use all of the other cheats in 
the game... 

First of all, when the race starts 
use F4 to cycle through the modes 
untill CHEAT MODE appears. Then 
all the following cheats will 
become available: 

F5 Total repair 

F6 Toggle invulnerability on/off 
F7 Adds 30 seconds to the timer 
F8 Freeze/Unfreeze timer 
F10 Increment lap counter 
Fll Earn 5000 credits instantly 


F12 Switch between each opponent's 
camera and your own 

SHIFT-F6 Show opponents on map 
SHIFT-F7 Adds 300 seconds to timer 
SHIFT-F8 Toggle shadow between 
none/your car only/all cars 
SHIFT—F10 Increment 
checkpoint counter 
SHIFT—Fll Lose 5000 credits instantly 

Power-ups 
0 Bonus 

1 Mega bonus 

2 Pedestrians glued to ground 

3 Giant pedestrians 

4 Explosive pedestrians 

5 Hot rod 

6 Turbo pedestrians 

7 Invulnerability 

8 Free repairs 

9 Instant repairs 

SHIFT-0 Timer frozen 

SHIFT-1 Underwater ability 

SHIFT-2 Time bonus 

SHIFT-3 Oh dear, bodywork trashed 

SHIFT-4 Blow yourself up 

SHIFT-5 Frozen opponents 

SHIFT-6 Frozen cops 

SHIFT-7 Turbo opponents 

SHIFT-8 Turbo cops 

SHIFT-9 Gravity has gone strange 

ALT-0 Pinball mode 
ALT-1 Wall climber 
ALT-2 Bouncey-Bouncey 
ALT-3 Oh dear, jelly suspension! 
ALT-4 Pedestrians shown on map 
ALT-5 Pedestrian extro-bastard ray 
ALT-6 Greased tyres 
ALT-7 Acme damage magnifier 

SHIFT-ALT-2 Instant handbrake 
SHIFT-ALT-4 Turbo 
SHIFT-ALT-5 Mega-Turbo 
SHIFT-ALT-6 Blind pedestrians 
SHIFT-ALT-7 Pedestrian respawn 
SHIFT-ALT-8 5 free recovery vouchers 
SHIFT-ALT-9 Solid granite car! 

CTRL-0 Rock springs! 

CTRL-1 Drugs! 

CTRL-2 Grip-o-matic tyres 
CTRL-3 Pedestrian harvest 

Syndicate Wars 

Type in POOSLICE as your name to 
enable the cheats. When you've 
done this a weird tune should start 
to play. This denotes the fact that 
the cheats have been activated. 

Now, tt the research screen just 
press the following; 

0 - Add more options to research menu 
U - Finish a day's worth of research 
during the game 
ALT-C - Complete the level 
ALT-T - Teleport active agent to 
cursor location 

SHIFT-Q - Full weapons and health ■ 
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Introducing the Pocketbook of PC 
Codes & Cheats - featuring 
dozens of codes, cheats and 
passwords for you favourite 
games. Including Quake, Duke 
Nukem, Doom and many, many 
more, it’s one book that no PC 
game player should be without! 


The Pocket book of PC Solutions, from the 
makers of Ultimate PC, offers many walk¬ 
throughs and solutions of some of the 
greatest games available on the PC! Including 
Fable, Discworld, Dark Forces and a host of 
others, it’s the essential PC solutions guide! 



Yes! Please rush me a copy of The Pocketbook of PC Solutions and/or Codes & Cheats - the price of £8.99 per book includes P&P 
Please return this coupon together with your payment in a sealed envelope to the following address: 

PC Solutions/Codes & Cheats Book Offer, Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter, Devon, EX44ER 

All prices include postage and packing 

METHOD OF PAYMENT 


Name: . 
Address: 


Postcode: . Telephone: 


□ Cheque (made payable to Rapide Publishing) 

□ Postal Order (made payable to Rapide Publishing) 


HIMilflltfl Please charge my credit card: □ Visa D/lccess 
CardNo: □□□□ □□□□ □□□□ 

□ □□□ □□□□ Expiry Date: . 

Number of each required: PC Solutions . PC Codes & Cheats . 


Total amount £ 


Signed: . Signature:. 

Please allow up to 28 days for deliveiy. 





















'*77777 


Prices/Copies Ordered 


Method of Payment 

D Cheque (made payable to Rapide Publishing) 

□ Postal Order 

Please charge my credit card: D Visa Q Access 


BS BEEH ISSUES BilEl 

if lift ISSUES BilBi 


ULTIMATE 


ULTIMATE 


ULTIMATE 


!f£$ur$h 


Special Price ONLY: 


iges of die-hard PC gaming 


rd PC gaming 


exclvsivs 


D eat hi 


Exclusivd Supplr 


Guts' 'Huff Said) 


ULTIMATE 


ULTIMATE, 


ULTIMATE YQLRFREE 

il Vi! CD THIS' MONTH: 


Cal.ipigs 

laaflnnnn 


ON THE SECOND CD: 


msue rum 


EXCAUBUR 


iMtoin • rea ltor Pro tVocros i 
httlnpatind Bull Ban Dark Bmh 


Inti Knight - 5 
Summer R«Hy 


U ssue one was a resounding success, 
with the magazine flying off the 
shelves at a rate of over 2000 a day. This may 
have been down to the cover CD, which 
included an exclusive Resident Evil demo and 
a playable demo of Constructor . Then again, it 
could have been because of the in-depth 
interview with Deathtrap Dungeon creator Ian 
Livingstone. Or perhaps the 30 full reviews. 
Or the Premier Manager tips. Or the Unreal, 
Quake II and Tomb Raider II previews. 
Whatever the reason, this baby was packed, 
so if you missed it first time around, don't let 
it slip through your fingers again! Just send 
your payment with the completed form to: 
Ultimate PC, Rapide Publishing, 1 Roman 
Court, 48 New North Road, Exeter EX4 4EP ■ 


B fl ith an exclusive preview of 
™™ Westwood's stunning Blade Runner, 
and a world exclusive review of Perfect 
Assassin, issue two of Ultimate PC carried on 
where the first one left off. With over twenty 
full priced reviews, numerous previews, a 
complete solution to EA's Little Big Adventure 
2 and up-to-the-minute news on the best 
upcoming titles, it's the definitive PC gaming 
bible. Coming with a free demo CD and a 16 
page Tomb Raider II supplement it has 
everything the serious gamer needs and at 
just £3.50 it offers real value for money. If 
you're tired of paying through the nose for 
other magazines, and want a quality PC 
gaming magazine at an affordable price, then 
Ultimate PC is the magazine for you! ■ 


U n exclusive Men in Black review was 
just one of over 20 in this bulging 
issue. Amongst the others was Sid Meier's 
Gettysburg!, Total Annihilation, Worms 2 
and Jedi Knight: Dark Forces 2. 
For those of you who need a helping hand 
through your games, there's also solutions 
to The Feeble Files and Excalibur 2555, as 
well as a tips guide to Dark Colony . As if all 
that wasn't enough, featured on the cover 
are two CDs crammed with all the latest 
playable demos. Included amongst these 
are; Jedi Knight, Screamer Rally, Broken 
Sword II, Shadows of the Empire, Pax 
Imperia, Hexen II, Incubation and CM 97/98. 
All this at the stunning price of just £3.50 
- what more could any gamer need? ■ 


Please send me.issuefs] of Ultimate PC 

Name. 

Address. 


Postcode..Tel No . Signature: 


Card No: .... 
Expiry Date: 
Date: . 
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NextMonth 



in aw Dungeani 



Christmas has arrived, but will Santa be bringing a sack lead 
nf tnp games fnr review? Find nut next issue when we kick nff the New Year 
with an exclusive review nf lidos 3 Deathtrap Dungeon. 


LLH ext month we celebrate the coming of the New Year with an exclusive review of Eidos' 
Fighting Fantasy adventure game. Deathtrap Dungeon. Designed by Ian Livingstone, one of the men 
behind the multi-million best-selling series of books, the game promises some unforgettable characters, 
superb graphics and plenty of fighting action. Join us next month to find out if it lives up to its 
illustrious softback counterpart. 

Also next month we'll be going football crazy (again) as we join the Road to the World Cup 
with a full review of Electronic Art's latest FIFA title. Can they finally come good after their last 
disappointing showing? We'll also be looking at a round-up of all the major football management 
sims and finding out exactly how accurate and realistic they are, as we put them through their paces 
over a whole season. 

To round off the New Year celebrations, the Ultimate CD will once again be packed with all the 
latest and most exclusive demos - and all for the magical price of £3.50! 




Issue five 

On sale December 28th 
Don't Miss It! 
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Blastet^KHB^ Bold, thanks to superlative 
||sive E-mu® 3D Positional Audio 

pe 4MB onboard RAM, upgradeable to a massive 28MB. This superb 
ces and brilliant WaveTable quality previously only available in very 
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et your kicks from video intensive games with the PC-DVD Encore ■« Dxr2 Upgrade Kit. featuring a second generation, high 
performance DVD drive. Get down to serious 3D gaming fun with Graphics Blaster * Exxtreme™, the definitive graphics upgrade in 
terms of blinding performance and unbeatable feature set. Surround yourself with the best sounds around from the 

SoundWorks ™ CSW200 «• three piece sound system. 


Upgrade to Creative today for all your present and future titles. You won't recognise your PC - or yourself. 



Sound Blaster AWE64 Gold 

Simply the best sound card available 
for performance,value and compatibility, 
running with more applications than 
any other sound card. 



And we're not playing games - 


Graphics Blaster 
Exxtreme 

Match realistic audio quality with 
the definitive 3D graphics upgrade 
in terms of performance, realism 
and image quality. 


PC-DUD Encore 
Upgrade Kit 

Join the DVD games revolution with 
technology years ahead of its time. 



SoundWorks CSW200 

Get the best from your AWE64 Gold 
with this compact, high quality three 
piece PC speaker system. 


The Hottest Upgrades For the Coolest PC. 


CREATIVE 

WWW. SOUNDBLASTER.CCDM 


© Copyright 1997. Creative Technology Ltd. Sound Blaster, Video Blaster and AWE64 are registered trademarks and SoundWorks, CSW200, Graphics Blaster and Blaster Exxtreme are trademarks of Creative Technology Ltd. 
All other brand names and product names are trademarks or registered trademarks of their respective holders. All specifications are subject to change without prior notice. 


CALL 01245 265265 FOR MORE INFORMATION 
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AWE 64 GOLD SOUND BLASTER SOUND BLASTER 

BEST SOUND CARD 3D BLASTER SPEAKERS AWE64 GOLD AWE64 VALUE 
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